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with new levels 


Franky Is back 
and new challenges, but hurry f ^**'«*q 

... time Is running out!! 

7 comp!etely new !ocatlons, 

140 rooms In 12 different ^ 

bulMlngs. 

6 lar^e areas, arcade style scrolling sections. 

All In ^ame text In any one of 7 different languages 

Complete save game facility'. 

Large scale design and multi frame animation ^ 
\ give character sprites 
\remarkable authenticity. 
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praoK'® 


Prepare yourself for the 


. - ^ , -most 

mind-blowingly addictive 
puzzle game ever! 

• Full password re-entry 
system. 

• Bonus icons, traps and 
special features galore and 
the clock keeps ticking away. 
© 1993, Elite Systems Ltd. 
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game zone 


contents 


win a Game Boy, 
some carts and a 
some sombroes. 
Well? Go on, win 
them, don’t 
expect us to do 
everything for 
you. All It takes is 
a postcard...p 82 


regulars 


IICVVD 

Everything that’s happening in the 
Nintendo world - and then some. 
Nintendo’s new machine p 6 

Nintendo’s Japanese show p 6 

Turtles - Tournament Fighters p 7 
Game Over p 8 

Mega Man p10 

More Tetris p11 

Putty - the Cartoon p 12 

Cheap carts at last? p 14 

Mortal Monday p17 

FES p18 

Corporation Street p 20 

reviewer's 
intro p 28 

The bit of the mag where you get to 
see what we really look like, laugh a 
bit and then give to Royal Society 
for the Terminally Unphotogenic 
next time they’re round collecting. 
Go on be charitable. 


survey 


We love you, our readers. We want 
to understand you; to know your 
hopes, your fears, what makes you 
laugh, what makes you cry and of 
course to give you a few freebie 
carts. It’s an incredible sort of 
Survey cum compo. 


|ig i.i|Jo p7i 

The best tips this side of p.70, 
featuring (for one night only): 

Alien 3, Alien Vs Predator, Axelay, 
Balloon Kid, Batman Returns, Best 
Of The Best, BOB, Crash Dummies, 
Dragon’s Lair, Dyna Blaster, 
Krusty’s Funhouse, Lost Vikings, 
Paperboy 2, Prince Of Persia, 
Pugsley’s Scavenger Hunt, Robin 
Hood, Sonic Blastman, Star Wars, 
SFII Turbo, Super Mario Kart, The 
Flash, Tiny Toons and WWF2. 


zone? 


Flashback 
Lawnmower man 
The Fidgetts 
The Smurfs 

Super Empire Strikes Back 

end zone 


The next month page, plus the 
Great British Novel (no 1 in a series 
of quite a few) and your 
indispensible guide to console 
mags terms and phrases. 


Films that should have been games, 
we’ve all seen them, but what about 
games that should have been films 
(except maybe Super Mario Bros 
with Bobby Hoskins). Zone 7 
investigates. 

back issues p78 

Buy some of the classic issues of 
Game Zone, created during our 
post-modernist phase. 

mail order p79 

Buy something very nice through 
the post, and make us rich. 

POOZ D 80 


All your letters, queries and 
questions are answered. You write 
them we print them, which seems a 
bit of a con, but there you have it. It 
being Geez. 


subscriptions ps; 

Take the lazy option, let the Post 
Office do your leg work and get 
Game Zone delivered to your very 
own front door. 


in the pipeline 

An in-depth kind of look at the 
biggies coming your way over the 
next few months. 

Total Carnage p 84 

Equinox p 85 

Might & Magic II p 86 

Cool Spot p 87 


C features 

argonaunf 


The c 

are going for broke in ’94 with a major 
new licence. Read the full story behind 
their potential mega-hit. p 22 
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PUBLISHING 


Jurassic Park is biggest licenced game of the year, okay, 
but is the gameplay extinct? 


30 Monmouth St, 
Bath, Avon, 
BA12BW 

Tel 0225 442244 
Fax 0225 446019 


Nintendo. Nintendo Entertainment 
System. NES. Game Boy. Super 
Nintendo Entertainment System. 
Super NES and Super Nintendo 
Scope are trademarks of Nintendo 
of America fnc and its associated 
companies. All nghts recognised. 
Game Zone is an independent 
magazine, in no way connected to 
Nintendo of America Inc - and we'Il 
culkin' fight anyone who says 
differently. All material In the 
magazine is ‘O 1933 Future 
PuWishtng. Game Zone is a 
monthly publication printed in the 
UK. You can slop reading now. No. 
really, you can. There's not going 
to be a joke or anything buried 
down here. Nope. weCte just going 
to witter on until the end of the 
box. There, told you so! 
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of smaller, faster, cheaper, better. 



super 
super nes, 

seriously 


N intendo surprised everybody in the world 
(almost) when they announced that they’ve 
joined forces with chip development 
specialists Silicon Graphics to build a 64 bit 
super console. Known as ‘Project Reality’, this 
new machine will be driven by technology 
originally developed to handle such trifling affairs 
as the computer animation in Terminator 2 and 
Jurassic Park. 

The new machine will debut in 1994 as an 
arcade machine and then in 1995 as a home 
console with the target price set at $250. So 
don’t throw your Super NES away just yet. 

Nintendo are (naturally) touting Project Reality 
as a breakthrough In games technology. 

“Our work with Silicon graphics will 
enable us to skip a generation 
by driving straight 
through to true 64 bit, 

3D video 
entertainment. 

Nintendo’s Project 
Reality dissolves the 
current limits of video play, causing the world to 
challenge its notion of what a video game can 
be” enthused Howard Lincoln, Nintendo’s senior 
vice president at the launch. 

The power behind the new games system will 
be a MIPS Multimedia Engine, consisting of a 64 
bit MIPS RISC microprocessor, graphics co¬ 
processor and Application Specific Circuits 
(ASICs). All very technical, all very flash, and 
apparently capable of producing some truly 
amazing sounding effects: 100MHz processor 
capable of generating 100,000 polygons per 
second with real time anti-aliased 3D texture 
mapping and 3D graphics. It should be in true 24 
bit colour through High Definition TV with CD 
quality audio. In other words, quite good. 

“If you see our new machine, all of you will 
understand what multimedia is all about.” Hiroshi 
Yamauchi, President Cf Nintendo, muttered at 
the 1993 Famicom Space World show. But that’s 
just what most peeps are eager to do, see it. The 


Dcskt(>|i. Rl.Siyi’C. under 
Sl(),0(H)... Silieoii Grapliie.s. 




announcement was met with some scepticism - 
the most vehement of which comes from Sega 
and 3DC. “It’s a spoiling tactic” was Sega 
Europe’s response, while EA’s Mark Lewis 
offered “It seems to me they’re two years behind 
3DC”. Despite such overt cynicism, no-one has 
noted that Project Reality’s initials are PR... 

Spoiling tactic or not, 
varpourware or new 
hardware, the 
announcement of Project 
Reality did coincide with a 
$4.50 dip in the share price 
of 3DC’s hitherto disgustingly 
strong share price. 


but who are silicon 
graphics anyway? 

Silicon Graphics make graphics work stations for 
the movie and TV industry among other things. 
Not only did their lend a hand with Jurassic Park 
and T2, they also helped out with the Volvo ad - 
where the horse turns into a car and the cheeky- 
chirpy milkman ads where the lovable little milk 
bottles quite happily follow his orders and dance 
to their doom. 


portable SNES? 

In America, Bandai are apparently preparing 
to launch a portable SNES called the Home 
Entertainment Terminal or HET. It won’t be a 
hand-held but a lap-top, and claims to be 
connectable to a range of peripherals. 

No details are currently available of price 
or release When (or should that read if) it hits 
the streets we’ll be the first to know. 


famicom spaceworld '93 


pnmicam 

SRRCE luani-D’sa 



Autumn in Japan means 
showtime, Nintendo Space World 
to be exact, the big N’s very own 
show case for the new games and 
gadgets ready for release in 
Japan. Once again Rik Haynes 
was the lucky bast who drew the 
short straw and went to Japan to 
see what was on offer. 

aladdin 

SuperTamicom 

Based on Disney’s 31 st animated 
feature film, Aladdin is a more- 
than-worthy successor to 
Capcom’s Magical Quest starring 
Mickey Mouse. Our swashbuckling 
hero is a pretty athletic chap. He 


swings on chains, jumps on tents 
and rides on a magic flying carpet. 

The legendary Errol Flynn would 
be very proud of Aladdin and his 
efforts to snog the lovely 
Princess Jasmine. 

Published by: Capcom, Cart size: 

10 megs. Price: ¥9000 (£56), Out: 
November 

r-type III 

Super Famicdn 

Without a doubt, the shoot’em-up 
of Famicom Spaceworld ’93. 
Stacks of juicy weapon systems 
on tap - Pow Armour, Cyclone 
Force, Mega Beam Wave Cannon, 
Splash Lasers, the outgoing 
Struggle Bit and many more. 
Published by: Irem, Cart size: 16 
megs. Price: ¥9800 (£61), Out: 
December 



/7-Type If/ 

bastard!! 

Super '-ar 

Are the Japanese good at making 
up screwball names for their 
products or what? Punters can 
buy a Sweat drink and now a 
beat’em-up with the catchy title of 
Bastard!!, Cobra Team also has a 
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Published by: Capcom 
Cart size: 1 meg 
Price: ¥3500 (£22) 
Out: December 


ja^Ke 

ninteiraD chart 


A 1 Legend of Holy Sword 2 
^ Square/Super Famicom 


A 2 Mario and Wario 
^ Nintendo/Super Famicom 


A 3 Crayon Shinchan 
^ Bandai/Super Famicom 


O 


4 Street Fighter II^Turbo 
Capcom/Super Famicom 


A 5 Super Mario Collection 
^ Nintendo/Super Famicom 


A 6 Sailor Moon 
^ Angel/Super Famicom 


O 


7 Legend of Zelda 
Nintendo/Game Boy 


O 


8 Super Bomber Man 
Hudson/Super Famicom 


9 Thoroughbred Breeder 
Hect/Super Famicom 


O 


10 Prime Goal 
Namco/Super Famicom 


Chart compiled by the Virgin Games 
. Centre, Oxford Street. Played sirs. 


sports star in 
licence shocker 


Nick Faldo, sports personality of the year, general 
all-round nice guy and eminently capable golfer 
has signed his name to a SNES golf sim for 
GameTek. Nick Faldo’s Championship Golf has 
already appeared on home computer and was 
really rather respectable. 

Even on machines as lowly as the C64 it played 
damn well. And it if can make it there, it make it 
anywhere, because it did things its way. The 
game’s strengths were speed and the level of control. If these can be 
replicated on the SNES, we’ll be laughing, or at least golfing, like a good ’un. 
Strange isn’t It? One minute the Ryder Cup, the next it’s a biggo licence. 


it's cartoontime 


Oh, hurrah. The kiddie cartoon rampage on all Nintendo 
formats continues unabated with the Japanese premier of 
five new cartoon-based games: Chip ’n’ Dale 2, Duck Tales 
2, Tiny Toons Adventures 2, Teenage Mutant Heroes 3 and 
Turtles Mutant Fighter. The very fact that they are all 
sequels indicates the cartoon culture’s current stranglehold 
on the software scene, particularly in Japan. Four of the five 
ar^ariants or developments (insert convincing marketing 
phrase for sequel here) but one looks a little special. Turtles 
- Mutant Warriors (to be known as Tournament Fighter in 
the UK) is an SFII basher and actually looks like it could run 
Capcom’s face _ 

puncher pretty 
close(ish). 

All five games 
should receive a 
UK release 
almost 

immediately after 
their Japanese 
debut. It seems 
that while 
language still 
forms barriers, 
hitting someone 
in the head with a 
steam ^ron is an 
international 
tongue. A sort of 
psycho- 
Esperanto if 
you will. 





popular Japanese player Kimiko 
Date. It’s cheaper but won’t arrive 
on the Japanese scene until the 
New Year. 

Published by: Telenet Japan, Cart 
size: 8 megs + DSP, Price: ¥9400 
(around £59), Cut: December 


‘Basic Heroes Line’ introducing TV 
legends such as Thunderbirds and 
Masked Rider to the Super 
Famicom. 

Published by: Cobra Team, Cart 
size: 12 megs. Price: ¥9800 (£61), 
Cut: November 


the blade chaser shien 

Super Far licor 

The snakes, Nazi stormtroopers 
and other bizarre characters in 
this shocking slasher vidgame 
were designed by Go Nagai, a 
famous manga artist. Blade 
Chaser Is compatible with the 
joypad and mouse. 

Published by: Dynamic/Almanic, 
Cart size: TBA megs. Price: ¥9600 
(£60), Cut: March ‘94 


the ninja warriors 

S^.jer amit;'”i 

Seen many times on other 
computer and video game 
systems in the past. Ninja Warriors 
is Taito’s, erm, tribute to Double 
Dragon and Final Fight. 

The Ninja Warrior with long the 
lovely long blonde hair and 
fetching red outfit Is a bit of 
alright. Apparently. 

Published by: Taito, Cart size: TBA 
megs. Price: ¥9300 (£58), Cut: 
January ‘94 


Armoured Calvary Bottoms (seriously). 


ace wonerae 

Super Fas^iO' = r] 

Anyone for tennis? Up to four 
players can compete In this sporty 
little number. Ace Wonerae has 
been given the ‘manga’ Japanese 
comic book treatment. 
Alternatively, Beeye’s Virtual 
Tennis is officially endorsed by a 


armourecd calvary bottoms 

oer Fai -ico“^ 

With a name like Armoured 
Calvary Bottoms, this could have 
been a rude venture but Takara 
are more interested In bots than 
butts. Our industry spies claim this 


Ace Wonerea 














































Resist the temptation to groan at the 
thought of yet another joypad. Sjick Sticks 
are here to offer you a refreshing change. 
“Meet the Raptor” quoth the press release. 

So okay it looks daft, it’s got the 
obligatory silly name and it’s got loads of 
features. And it works with your SNES. Erm, 
still not sure about naming anything after a 
dinosaur though. Regardless, if you want to 
actually buy one they cost £19.99, for more 
facts about THE RAPTOR (said in cinema 
trailer kind of way) then give Slick Sticks a 
buzz on 061 9270935. 


sound factory 

Beat Hopper, Pix Quartet and Star Fly make up this 
sad excuse for mouse-driven entertainment that 
offers nothing more than a crummy Q*Bert 
subgame. If you thought Mario Paint was crap, 

_ Sound Factory is set to herald a whole new flood of 

derision. Possibly the worst title to befall the Super Famicom. 

(Have you actually seen Race Drivin’? Ed.) It has the same 

creativity package principal as Mario Paint - icon controlled, 

mouse driven - this time using sound as its medium. Hmmm. The 

jury’s definitely out on this one. 

published by: Nintendo 

cart size: 8 megs + battery backup 

price: ¥6800 (£43) / ¥9800 (£61) with mouse out: November. 


game over. 


sun? 


ruckus when It was released In the States, and is 
causing even more of a fuss now that Wesley 
Snipes and Sean Connery are starring in the 
movie. See it and panic a bit. 


figure or company - and then never quite spills 
enough dirt. It’s also one of those kind of books 
that gives everything away in its title. Game Over 
- Nintendo's Battle to Dominate 
An Industry. 

Told in anecdotal style the book traces the 
Yamauchi family business from their humbl’ish 
days In the playing card biz - through to the day 
they launched the SNES - and earned enough 
cash to be able to put a large down payment on 
any star-system you could care to name, or 
discover even. 

Game Over chronicles the huge amounts of 
luck and judgement involved in making the NES 
the most successful machine In the history of 
history itself, the hiring of ‘Mr Mario’ and totally 
de-bunks the Donkey Kong name myth. 

It’s a little long winded, maybe a tad too 
reverential and never really gets around to 
spilling any really smart gossip (I mean even If he 
couldn’t find any he could have made some up, 
just to entertain us all). 

The bad news is that it costs £19.99 in 
hardback. The good news is that it’s ISBN 0-340- 
59557-4, and so any bookseller worth his salt will 
be able to get it for you dead quick. 

More Japanese business news can be found 
in the far less complimentary Rising Sun (ISBN 0- 
09-923301 -0, £4.99) written by none other than 
Michael Crichton, the bloke who penned a 
certain Jurassic Park. 

The film of the book (what a surprise, a film 
adaptation) is just about to be released in the 
UK. This time he’s dumped the science fiction 
line and gone straight for the business world, of 
the Japanese in America. And he’s none too 
complimentary either. The book caused quite a 


Nintendo scare the paranoid witless: how did 
one little Japanese company exploded so 
dramatically in the 70’s to become a monolithic 
mega-corp with enough money to buy the entire 
planet - and still have change for the bus fare 
home? The truth Isn’t quite as scary as you may 
imagine. No, trust me I’m a doctor. Look, I can 
assure you that the boys at NInty Corp are just 
fun-loving, mistake-making, ordinary-everyday, 

mlllion-dollar-earning-per-employee-last- 

financial-year kind of 
guys you’d meet In the 
sushi bar any evening of 
the week. And if you 
don’t believe would you 
believe Mr David Sheff? 
You know, the one who 
once wrote for Playboy? 
You used to buy the 
magazine -- just for his 
articles, you 
remember? 

Anyway Sheff’s done 
one of those expose 
kind of books, which 
threatens to lift the lid 
on some huge public 


was going to be a Super FX title at 
one time. 

Published by: Takara, Cart size: 8 
megs + DSP, Price: ¥9800 (£61), 
Out: October 

crayon shinchan 2 

Game Boy 

As If any confirmation of the 
popularity of Japan’s soccer 
league was needed, a penalty 
shoot-out bonus stage has been 
added to this childlike platformer. 
Published by: Banalex, Cart size: 1 
meg, Price: ¥3500 (£22), Out: 
October 

sonic blast man ii 

Who will come out whistling a 
merry little tune after Sonic Blast 
Man fights Captain Chovear and 




Sonic Blastman 11 

his cronies? 

Published by: Taito, Cart size: TBA 
megs,Price: ¥9300 (£58), Out: 
March ‘94 

nice de shot 

Thanks to the application of some 


sickly sweet sprites, this ‘Super 
Deformed’ golfing tournament 
should give you a warm glow 
Inside. 

Published by: Ask Kodansha, Cart 
size: TBA megs. Price: ¥9800 
(£61), Out: March ‘94 

darius force 

Based on the veteran arcade 
shoot’em-up, Darius Force boasts 
15+ stages and an extraordinary 
assortment of end-of-level bosses 
- most notably snails and whales. 
Published by: Taito, Cart size: tba. 
Price: ¥8800 (£55), Out: Now 

doraemon 2 

Anything that features an atomic 
cat and karaoke parade surely 


warrants further investigation. If 
that wasn’t enough. Epoch Is also 
running a competition to win an 
inflatable Doraemon for personal 
amusement at home. 

Published by: Epoch, Cart size: 8 
megs. Price: ¥8000 (£50), Out: 

17 December 


Doraemon 2 



























Codemasters 


“A testing 
blaster that 


requires more 
than quick 
reflexes.” 


Re-arm & Re-fuel 


Bridge Blow-out 




•t mr-W y ' 


FOR USE WITH THE NINTENDO 
NT^TAINMENT SYSTEM 


quality « 
made, dd 
Ninten 


Heat Seekers 


Mega Power 


CODEMASTERS, Lower Farm House, Stoneythorpe, Southam, Warwickshire CV33 ODL. Tel: 0926 814 132 Fax: 0926 817 595 

© 1993 Codemasters Software Company Limited 


miecLH-Lai 
©jLiiLiZiV C/xLll'ii 
CLlU.LSLL':^ Will 
KliS SLdLiS'-' 

GamePro, USA 




It’s devastating! It’s 
awesome! Experience 
the power of the mighty 
Firehawk gunship in 
this ultimate action \ 
combat game! Use 
skill and judgement 
to pilot the Firehawk 
through seven 
intense missions 
over land and sea 
with intense air*to-air 
combat. Crush the 
criitie lords and battle 
with enemy troops armed 
to the teeth with lethal 
weapons. Check out the 
bonus power*ups and the 
supeMast 360° scrolling! 
The action’s dangerous 
and 100% addictive when 
you take the controls of 
Fiiehawk! 












































sunny 

boy 

(and jackie) 


New from Innovation in the USA is the Solar 
Boy, a solar-powered battery pack thang 
which is kind to the environment and leaves 
your hands feeling as soft as Nanette 
Newman’s kidneys, or something. “You’ll 
never need to buy batteries for your Game 
Boy again,” wibbled an Innovations 
representative earlier today. “Of course, 
you’ll have to buy plenty for the torch 
you’ll need to carry around just In case the 
sun goes in,” he added roguishly. Or 
maybe not. 


BEST SEL 


published by: 
Capcom 

cart size: 4 megs + 
battery backup 
price: ¥7800 (£49) 
out: November 


lt% mega, man 




nes 


o 


1 Double Dragon 
Nintendo 


2 Adventure Of Link 
Nintendo 


A 3 Days Of Thunder 
^ Nintnedo 


4 Dragon’s Lair 
Elite 


O 


5 Probotector 
Konami 


A 6 Battle Of Olympus 
^ Imagineer 


7 Maniac Mansions 
Lucasarts 


9 Turtles II 
Konami 


Megaman, or 
Rockman as he’s 
known in Japan strikes 
back (oh, hurrah! Ed.) 
on all Nintendo 
formats in three 
traditional and one 
slightly less platformy 
romperama. Rockman 
6 Shakes the World is 
the smoothest 

platform caper 
yet seen on the 
NES - and us 
Brits helped to 
design its boss 
characters 

apparently. On top of this 
on the Game 

Boy and the SNES Rocky stars in Rockman World 
IV and Rockman X respectively. The most 
interesting new Rockman game looks to be the 
curious Rockman Soccer. 

I mean what’s next? Robocop Soccer? 
Terminator Soccer? Robocop vs Terminator 
Soccer? The list of potential footballing fracas in 
the frame could go on and on... 


7-~t\ 

-— 


Rockman Soccer - now that’s what 
call a concept Vol12. 


dennis 


Oh what a scamperooni that young scamp Dennis Mitchell is. If he’s not 
climbing electricity pylons, driving heavy goods vehicles without suitable 
insurance and fouling water waste pipes at nuclear power stations he’s 
appearing in Ocean Game Boy games. Well I had to get a link somehow 
^ 555 ^ and let you know somehow that the star of the truly terrifying concept 
movie of the same name. Expect lots of physical pain and neighbour abuse. 





Wakataks Ozumo 


wakataka ozumo 

Super Famicom 

Waka and Taka are two leading 
Sumo wrestlers. And they’re 
brothers, too. Wakataka Ozumo is 
Imagineer’s recognition of this 
ancient sport and its portly 
contestants. 


Published by: Imagineer, Cart size: 
8 megs + battery backup. Price: 
¥9800 (£61), Out: 12 November 


(dragon ball z 2 

Super FamI 

It looks the same as before, 
though Bandai has promised more 
special moves. 

Published by: Bandai, Cart size: 
TBA megs, Price: ¥9800 (£61), Out: 
December 


twinbee rainbow bell adventure 

Super Famicom 

The crazy pair of spacecraft and 
other favourites from Pop ‘n 
Twinbee have sneaked into a 
wonderful new platform trek. 
Published by: Konami, Cart size: 
TBA megs. Price: ¥9000 (£56), Out: 
December 


dragon quest i•ii 


Enix’s prequel to Dragon Quest V 
attracted huge crowds at 
Famicom Spaceworld ‘93. Don’t 
ask us to explain what all the fuss 
is about... 

Published by: Enix, Cart size: TBA 


Dragon Quest i • ii 


megs. Price: ¥9600 (£60), Out: 
December 


fatal fury 2 

: uer rr.r'iCG. 

Until the conversion of Super 
Street Fighter l\ comes along, 
Takara’s baby could be the only 
thing to touch SFII Turbo on the 
Super Famicom. 

Published by: Takara, Cart size: 20 
megs. Price: ¥9980 (£62), Out: 
November 


gala gensoki 

Sup-"'" Fam-com 

I’d duck out of the way of those 
low-flying seagulls if I was you, 
mate. 

Published by: Enix, Cart size: 16 
megs + battery backup, Price: 
¥9800 (£61), Out: January ‘94 
























































large buck toothed... Ah it II be some kind of 
‘publicity stunt’ to promote the signing of Mr 
Nutz Ocean’s new captain cute on the Super 
Nintendo. More previews as they happen (or 
something similarly newsie). 


In a terryfing Falling Down scenario, Ocean 
boss David Ward snapped yesterday and 
physically attacked his helpless squirrel-like 
secretary... no hang on a minute, he entered a 
bizarre arm-wrestling duel to the death with a 


^ game zone. 





tetris battle gaiden 

Super Famicom 

Spooky version of the classic arcade puzzle 
game with pumpkin heads, purple rabbits 
and annoying cobwebs. 

Published by: BPS, Cart size: 8 megs. Price: 
¥8000 (£50), Out: December 


fabulous 


Just when you thought you were safe from 
Tetris, that tricky old soviet shape shifter 
throws out yet two more convoluted spin offs. 

So eyes down for a full line ladies and 
gentleeeeman with Tetris Battle Gaiden and 
Tetris Flash. That’s if you happen to live in 
Japan where these two are nearing release, 
and you also happen to be absolutely 
completely insane and want to play the damn 
game again... 


asaeaa 


Play it all over again, if you can be bothered 
that is. This time with added flashes, whatever 
that is? 

Published by: Nintendo, Cart size: 8 megs. 
Price: ¥5900 (£37), Out: Now 


tetris flash 


ganbare goeman 2 

Super Famicom 
Another quirky title from a 
respected software house, 
Ganbare Goeman 2 is almost 
certain to appear at the top of the 
Japanese charts this Christmas. 

Its graphics are gorgeous, luvvie. 
Published by: Konami, Cart size: 
TBA megs. Price: ¥9600 (£60), Out: 
December 


Hokutonoken 7 


Published by: Toei Animation, Cart 
size: 20 megs. Price: ¥9700 (£61), 
Out: December 


ganba league 3 

Super Famicom 

Proper simulation of baseball, not 
like that weird but entertaining 
offering from Imagineer-Zoom. 
Published by: Sony Music 
Entertainment, Cart size: 8 megs + 
battery backup. Price: ¥8900 (£56), 
Out: November 


kabuki rocks 
Super Famicom 
Japanese opera has blokes In 
women’s clothes and lots of 
makeup but there’s still a dead 
ringer for Homer Simpson In 
Kabuki Rocks. 

Published by: Atius, Cart size: TBA 


eye of the beholder 

Super Famicom 

The video gaming equivalent of 
going pot holing with the local 
amateur dramatics society 
dressed up as monsters. Cheap 
it ain’t. 


Published by: Capcom, Cart size: 
8 megs + battery backup. Price: 


¥12800 (£80), Out: January ‘94 


hokutonoken 7 

Super Famicom 

Ultraviolence specifically designed 
to attract the fans of ‘Fist of the 
North Star’ and Street Fighter II. 
Toei’s previous attempt was best 
described as pretty weak... 


Kabuki Rocks. 


megs. Price: ¥9800 (£61), 

Out: December / 

bing! bing! birigo 

Super Famic 9 rr! 

Slot machines, horse racing, arm- 
wrestling and sky diving topped 
up with a generous helping of 
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Birds-Eye, they of the fish finger, 
recently conducted a survey into 
the favourite pastime of Britain’s 
school population. To no one’s 
surprise but Wallace Sprang’s, the 
man who’s been stuck in a pothole 
for three weeks and who rescue 
workers confidently predict will be 
freed by the end of the week 
provided the roof of the hole 
doesn’t collapse and rain 
thousands of tons of rock onto 
his head, playing video games 
emerged the overall winner. 
Sensible Scottish bods voted 
for reading a good book, while 
three of four quadruplets on the 
Isle of Dogs put their ticks next to 
being pushed Into a life of 
maritime crime by a man with a 
suspicious beard, so everyone 
went away happy. 


don’t call 
me Shirley 

Everyone’s favourite minty NInty is 
introducing SNES games on 
commercial airlines as a sort of 
alternative to the In-flight movie 
(which is Invariably Police Academy 
6). They’re also bringing the idea to 
hotels and sea cruisers, but it’s the 
plane bit that got us going. Think a 
few years into the future. No more 
listening helplessly to mad people in 
the next seat. Hijackers foiled by 
losing to pilots two out of five at 
SF2. Seven hours of top action with 
Blazing Skies. No, hang on. 
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Bingo! Bing! Bingo 

bingo, who could ask for more? 
Published by: KSS, Cart size: 8 
megs. Price: ¥8500 (£53, Out: 
December 

kaijuo godzilla 

Game Boy 

The undisputed King of the 


Monsters smashes onto the 
screen of your Game Boy. 
Published by: Bandai, Cart size: 
TBA megs, Price: ¥3800 (£24), Out: 
December 

lethal enforcers 

Super Famreon'i 

Go ahead punk, make my day. 
Would-be Clint Eastwoods rejoice. 
Lethal Enforcers is the closest 
thing to being the great Dirty Harry 
himself. Best of all, a replica 
handgun is supplied with the cart. 
Published by: Konami, Cart size: 
TBA megs. Price: ¥9800 (£61), 

Out: December 

asameshmae nyanko 

Super Faruicoii; 

One of the wackiest arcade 


strategy games released thus far, 
'Cats Before Breakfast' has cuddly 
kitties yawning, scratching behind 
their ears and putting their 
tongues in disgusting places. 
(Don't worry readers, he's lying 
about the unhygienic habits of 








Lethai Enforcers 


these felines. Ed.), 
published by: Zamuse 
cart size: 4 megs 
price: ¥7800 (£49) 
out: February '94 

Armadillo Gaiden 
armadillo II 

According to IGS, Armadillo is a 
young girl wearing a big floppy 
bonnet rather than a bony 
burrowing animal from South 
America. Meanwhile, Game Boy 
owners may be pleased to hear 
Armadillo Gaiden will come a bit 
later and cost a bit less, 
published by: IGS 
cart size: TBA megs 
price: ¥6900 (£43) out: October 
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d ming! 
Ml^pmbat! 

%il adven- 
lEduipped 
i^a (^azzling 
arra^bt weapons 
ai^ ^lls, The 
Ultimate Stuntman 
is a relentless 
surge of action and 
adventure! It’s fast 
and furious as you 
challenge the 
meanest mecha* 
nised monsters and 
perform the most 
dangerous stunts 
in the world! 
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Pedal to Metal 




'o.lC#*' 


ie Technobeasst 


;)riem*e« 


The ffitimate Stuntt 
str^ch your abilit| 
to iihe 4lmit - from tui 
sports car racing to 
viving the gangs on tl 
streets] All this and the" 
Technobeast to contend 
with (no one said it 
going to be easy). 
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Nintendo Entertainment System is a trade¬ 
mark of Nintendo Co. Ltd. This quality 
Codemasters game is not made, designed 
or endorsed by Nintendo Co. Ltd. 


Codemasters 


CODEMASTERS, Lower Farm House, Stoneythorpe, Southam, Warwickshire CV33 ODL. Tel: 0926 814 132 Fax: 0926 817 595 
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Nintendo has changed its cart pricing policy in order to head off a potential 
crisis in the European market, a move that will lead to cheaper carts from 
the third party publishers (everybody apart from Nintendo themselves). 

The problems came about because publishers had to buy their carts 
from Nintendo Japan in Yen. Due to some jolly complicated economics 
involving changing exchange rates, the state of the chicken’s entrails and 
the uncovering of the secret diaries of Janice W Smithers, the carts were 
ending up costing much more than initially budgeted for, despite the fact 
that the Yen price hadn’t changed. Economics is weird like that. 

This massive increase in price meant that publishers were having to 
charge much more for SNES and potentially even Game Boy carts just to 
make their money back, but the high prices were cutting into sales. At least 
that makes sense. It had got so bad that Electronic Arts, the biggest third 
party publisher going, had decided to stop their European Nintendo 
publishing, despite having four finished SNES games ready to go into 
production. 

But now the big N have changed their policy, allowing publishers to buy 
their carts in US Dollars, which means that everyone’s a happy bunny 
again, cart prices should start coming down early next year, or even by 
Christmas if we’re lucky. It also means that we will get to see these EA 
games after all: 



igm, itm 


The next 

basketball game in 
EA’s series, full of 
basketball stuff 
like dunks, slams 
three pointers and 
more. All this and 
a great new 
viewpoint. 



Updated version of 
the best hockey 
game around, now 
officially licensed 
by the NHL itself, 
hence the name 
change. Gretsky, 
you’re dog meat. 
I’m afraid. 







Take to the sand 
dunes once more, 
shooting anything 
and everything, 
with better 
graphics and 
enhanced 
gameplay, it’s a 
goodie! 



a trip to 


Nintendo 


Did you see that rather neat Ninendo 
card on the cover? You know, the one 
marked Win A trip To Japan? Sounds 
rather smart dontcha’ think? Just by 
filling out and sending in that card, you 
get a chance to go to Japan, soak up 
the culture and expand your horizons 
all as the special guests of Nintendo. If 
you win, you’ll be escorted by Trenton 
Webb (Sorry about that, but enter 
anyway. Ed.) and a Nintendo offical. 


and the whole trip will be completely 
and totally free! 

You will set off In the earlier part of 
1994 and the draw for the winning 
ticket will take place at the Second 
Future Entertainment Show, on 
Saturday 13th November. If you’re 
there we’ll be able to help you 
celebrate. If you’re not, well, you’ll get 
a phone call. Send in your entry now - 
good luck. 


’ in japan!!! 



The best American 
footie game makes 
a return. Will this 
version live up to 
its excellent Mega 
Drive forerunner? 
Hopefully so and 
then it might shut 
those losers up. 
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Please send Title. 

your completed Surname. 
order to: Address.. 


Initials. 


.Postcode. 

Cheques /P.O. made payable to J.P.R. Productions Limited 

I enclose a cheque/p.o. for £.or debit my credit card 

Visa.Access.Diners. 

CARD NO. 


PRODUCTIONS LIMITED 


1 AVONDALE ROAD 
ST LEONARDS-ON-SEA 
EAST SUSSEX 
TN38 OAS 

TEL/FAX; 0424 424398 


Signature.Date. 

Postage and packaging £1.95 per order. Delivery normally within 7 days but 
All prices include VAT. VAT No. 596 7742 73. Registered No. 137239 


PLEASE 

TICK 

TITLE 

QTV 

PRICE (£) 


BUBBLE GUM CRISIS 


£21.99 


GLOBAL CHAOS 


£10.99 


WARRIORS OF THE WIND 


£ 5.99 


RIDING BEAN 


£19.99 


LEGEND OF THE DEMON WOMB 


£12.99 


DOOMED MEGALOPOLIS 


£ 8.99 


THE HEROIC LEGEND OF ARISLAN 


£10.99 


VENUS WARS 


£12.99 


R G VEDA 


£12.99 


CRYING FREEMAN 


£ 8.99 


ROBOTECH 11 - THE SENTINELS 


£10.99 

Sub Total 

ase allow 28 days maximum. P & P 

TOTAL 


£ 1.95 
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street fighter - the 
return 

Just when you thought it was safe to go back 
to the arcades, the next in the unstoppable 
line of Street Fighter II updates get ready to 
appear. The new machine, rumoured to have 
been released to satisfy fans who are 
demanding Street Fighter III, Is to be called 
either Street Fighter II - Hyper! or Super Street 
Fighter II. It features four totally new 
characters, yet more changes to the oldies 
and improved graphics (again). 

The new characters are Deejay - a martial 
arts hip hop rapper type, Fai Lon - a Bruce 
Lee look-alike, T. Hawk - an American Indian 
who’s as big as Zangief, but faster moving, 
and Cammy - Guile’s daughter, complete with 
camouflage tights. It’s due to reach our 
humble shores soon. 




hype 

- the way of the future? 


Mortal Kombats arrived as 
planned on 13 September, and 
Acclaim are announcing a 
massive success for their self- 
proclaimed ‘biggest game of the 
year’, with nearly 400,000 copies 
shipped Into the UK alone and 
over two million worldwide for 
both Sega and Nintendo formats. 

There aren’t any sales figures 
back In yet, so just because 
400,000 went out, it doesn’t 
mean that 400,000 copies were 
sold. Still, Acclaim are jubilant, as 
they’d gambled wads of cash on 
the Kombat being a massive hit. 

Ocean, in the meantime, seem 
set to be pushing Jurassic Park 
just as hard. 




duck amuck 

Daffy Duck, the patron saint of people who keep 
getting things a bit wrong and then watch them 
develop into things going shockingly, horribly 
wrong, is to star in SunSoft’s Daffy Duck: The 
Marvin Missions this November. Yoicks and away! 
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rising crime forces 
gamesmaster onto 
streets 

Well, almost. In fact due to the sudden 
interest in locking criminals up, the prison 
studio that GamesMaster have been using 
for their current series is being refurbished 


for use by the HM Prison Service. Which 
leaves the show with a bit of a problem - it 
hasn’t got anywhere to film the second half 
of the series. They should be announcing 
the new venue at our very own 
Future Entertainment Show this November 
(see over page for full details). 

Of course they could always get arrested, 
banged up and use the prison that way... 




II ill 
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feS fever 

builds - 

the saga 

continues 

The wonderful, huge and jolly good 
Future Entertainment Show 1993, 
already destined to outshine last 
year’s event in much the same way as 
a halogen spotlight outshines one of 
those littie candies you get on top of 
birthday cakes, has reached mega¬ 
nova brightness with the 
announcement that our favourite 
muiti-national mega-corporation has 
signed up. That’s right, the big N are 
going to be proudiy showing off their 
wares on a monstrous 204m^ stand. 
Joining them wili be Just about every 
other software and hardware 
company you couid ever need, many of 
whom are taking part in the Games 
Arena - the biggest arcade ever, 
where you can piay games ail day, for 
free. The likes of Eiectronic Arts, 
Gremlin, Accolade and Manga Video 
will all be there, alongside Radio One, 
Damon Hiii’s Formuia One Car, 
GamesMaster and more. Here’s a 
quick run down of the biggest events 
of the show... 



thursday: 

GamesMaster will be broadcasting live from the show between 6.30 - 
7.30pm, complete with a specially designed stage and celebrity 
guest appearances. 

friday: 

BBC Radio One, official radio station for the FES, will be making a live 
roadshow-style broadcast from the stage, and Radio One DJs will be 
making guest appearances throughout the show. There are also 20,000 
tickets to an exclusive preview of Disney’s Aladdin that will given away 
to everyone who buys a ticket for this day of the show. 

Saturday: 

The semi-finals of the National Computer Games Championships will 
be held on stage, with the 10 best games players in the country battling 
it out for a place in the finals. Heats and regional finals are being held In 
Virgin Games Centres and Megastores all over the country throughout 
Autumn half-term, so check out your nearest store to enter. 

Sunday: 

The last day of the show sees the final of the Championship, the winner 
walking away with £10,000 in prize money and mega-stardom, whilst 
the runner up will receive a measly £4,000 and the chance to say “It’ll 
be different next year.” 

As well as all these major events there will be many other competitions, 
shows and bizarre stunts throughout the four days, including the 
International Computer Pinball Championship that’s being held by 21st 
Century Entertainment, and loads of talks and seminars that’ll give you 
the chance to meet the people who actually put our magazines 
together. Like, er, the Game Zone team. 

The Future Entertainment Show takes place from 11-14 November 
at the Grand Hall Olympia. Tickets are only available In advance from 
the ticket hot-line on 051 356 5085, and cost £6.95. And even if you’re 
at school on those days, why not get your teacher to give the hotline a 
ring and find out the full details of the special schools group booking 
offer - so you can all go? 



who’s that 
sad fool? 


To promote their Lambourghini American Challenge Titus 
hired a Lambo’ Diablo for the European Computer Trade 
Show. Then when all the sad old hacks started salivating 
over the motor - look at cam shaft on that, wooar what 
pistons - they snapped them. But you don’t want to look 
at that you want to look this, a rather spiffy screenshot 
from the game, that will be out this December for the 
SNES and in January for the Game Boy. 
















The Universal Adaptor will allow you 
to play imported cartridses on a UK SNES. 

^ Plays Mario Kart, Pilotwings 

^ Play PAL-UK Games on your JAP/USA 
SNES 


^ The Universal Adaptor is a Top 
Quality product, case d & boxed with 
full instructions. 

Only: 


ct, cased & boxed with 

£ 9,00 

UNIVERSAL PRO 

* Plays ALL: Mario All Stars , Starfox, USA 
SFII-Turbo... 

Only: 


£ 15,00 


El SUPER FAMICOM 

2 JOyPADS. ALL LEADS. 60Hx 
SCART. UK POWER SUPPLY UHIT 

Plus starfox....£199 

Plus Mario & Axelay..£219 

El SUPER WES (USUlWABIO 

2 JOYPADS. ALL LEADS. 60Hz SCART. 
TAKES JAP & USA CARTRIDGES 

......................... 

W7t/70L/t Mario/1 pad.£129 

NB; SCART mSMmS RUK1 % mm WITM 

SFII-SD FIGURES SET OF 12.£39 

APOLLO II STD JOYSTICK.£49 

SNES - SF MOUSE (SCART).£20 

SUPER MULTITAP 5 PLAYER.£29 



PO BOX 200 


WEST YORKSHIRE 


TEL$ 0422 34 29 01 

OFFICE HOURS: MON TO SAT 9.00-5.30PM 
CLOSED THURSDAY AM (STOCKTAKING) 

TEL: 0422 36 77 30 

EVENINGS 5.30-10.OOPM 
& ALL DAY SUNDAY 



Art Of Fi 3 htin 3 ( 16Mbit).£69 

All Japan Pro Wrestlin3 (16MbiW player).£59 

Batman Returns.£39 

Combat Tribes (12Mbit).£39 

Contra Spirit/Probotector.£35 

Dead Dance/Tuff E-Nuff (16Mbit).£55 

Devil's Course Golf (T&E Soft).£59 

J. Lea3ue Soccer Prime Goal (Nemco/Scart).£59 

Mario & Wario (Mouse only).£59 

Ni 3 el Mansell's FI Challen 3 e (SCART).£44 

Parodius.£39 

Ranma 1/2 Part 2 (12Mbit).£59 

SFII-Turbo-Hyper Fi 3 htin 3 (20Mbit).£59 

Smashball.£59 

Super Bomberman (4 player).£49 

Super Family Tennis (4 player).£64 

Super Formation Soccer 2 (4 player).£49 

Super Mario All Stars-Collection (16Mbit)...£64 

Super NBA Basketball (Techmo).£49 

Super Tetris 2 & Bombliss.£59 

Tiny Toon Adventures.£39 

World Heroes (16 Mbit).£64 

World Soccer (Striker).£64 


Aliens vs Predator.£35 

Axelay.£29 

Dinosaurs.£32 

FI-Exhaust Heat.£25 

Golden Fi 3 hter (12Mbit).£29 


Jaki-Crush Super Pinball.£35 

joe & Mac 2/Con3o's Caper.£25 

Phalanx-(Shoot 'em up).£19 

Prince of Persia.£35 

Rushin3 Beat Run/Rival Turf 2 (12Mbit) ....£35 

Sky Mission/Win3S 2-Aces Hi 3 h.£19 

Sonic Blastman.£30 

Soul Blader.£19 

Starfox/Starwin3 (FX-Chip 3D). only £39 

Super Ghouls 'n' Ghosts.£27 

Super Mario World.£29 

Super Pan 3 /Super Buster Bros.£27 

Super Smash TV.£27 

Turtles in Time.£33 

WWF Super Wrestlemania.£25 





MORTAL KOMBAT 


2020 Super Baseball (12Mbit).£55 

Alien 3 - UK PAL!.£43 

Battletoads in Battlemaniacs.£47 

Bubsy-Claws Encounters of Furred Kind (16M)£49 

Claymates.£47 

Cool Spot.£47 

Dun 3 eon Master (3D-DSP Chip).£55 

Equinox (3D-RPG).£46 

Fatal Fury (12Mbit).£42 

Goof Troop - Capcom.£49 

Jurassic Park.Call 

Mario & Wario.Call 

Mortal Kombat (16M)-PAL vers available! .£55 


NCAA Basketball.£42 

Putty.Call 

Rock & Roll Racin3.£47 

Sen 3 oku.£50 

SFII-Turbo-Hyper Fi 3 htin 3 (20Mblt).£65 

Shadowrun.£49 

Spellcraft.£49 

Street Fi 3 hter II (16Mbit).£45 

Super Bomberman & Multi-Tap.£55 

Super Empire Strikes Back.Nov 

Super Mario *AII Stars* (SCART/16Mbit)..£55 

Super Star Wars.£43 

WWF-Royal Rumble (16Mbit).£53 

Zombies Ate My Nei 3 hbours.£49 

Bart's Ni 3 htmare - Featurin 3 the Simpsons ..£35 

California Games II.£35 

Chuck Rock.£35 

Cool World.£32 

Gods.£37 

Gunforce.£32 

Krusty's Super Funhouse.£35 

On the Ball.£29 

Q-Bert 3.£25 

Spiderman & X-Men.£35 

Super Off-Road.£35 

Wing Commander.£37 

Warp Speed.£29 



PLEASE ADD PER GAME FOR 1ST CLASS RECORDED DELIVERY 
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it Sony rock and roll 

Sony mega-corp producers of just about 
everything and owners of just about everything 
else have moved into the games publishing biz. 
Since their acquisition of top UK games house 
Psygnosis, the Japanese giant has remained 
quiet - until now. 

After building a team of experienced 
software bods, they are now ready and eager 
to show off a quite stunning range of new 
games ~ starting their publishing life not with a 
whimper, not with a bang, but with something 
akin to a 40 kilo-ton air-burst with shrapnel 
for effect. 

Sony made their name in the hardware arena 
with the Walkman, Trinitron TVs, Betamax 
videos. But in recent years they’ve moved into 
the production of ‘software’ for their machines 
namely records and films with their purchase of 
CBS records and Columbia pictures. Now 
they’ve decided to target consoles, with these: 

last action hero 

Arnle’s not-so-blockbusting movie comes to 
the Super NES. Doing what he does best - 
extreme physical violence - the big guy gets to 


do his Travis Bickle bit and be the ‘real rain’ 
that cleans the streets. First Impressions are 
that, just like Arnie’s movie persona, it’s 
incredibly tough. Released 15 November on 
SNES, Game Boy and NES. 


cliffhanger 

Climb every mountain, that isn’t Sly’s motto of 
the movie because every time he did large 
numbers of folk got killed. If he wasn’t 
dropping peeps, he’s perforating them with 
automatic weapons. 

Mixing beatings with climbing, Cliffhanger 
looks like it could well replicate its celluloid 
parent and come on very strong in the 
‘brainless but highly enjoyable’ action-movie 
style. SNES version released 8 November and 
the Game Boy Flavour is released 6 December. 

skyblazer 

Odd name, great looking game. Bringing loads 
of Arabian Knights stuff to bear on the SNES. 
Flying, leaping, swimming and climbing with 
lots of silly sounding weapons (Comet Flash, 
Fiery Phoenix, Warrior Force) is the result. 
Looks daft, plays well, will be reviewed next 
ish, and Is released 29 November. 




S—■ibitt Soccer 


win some clothes 

With Winter drawing In, the nights getting 
longer and the days colder those thoughtful 
folk at Sony have decided to help you beat 
those heating bill blues by giving away 25 Last 
Action Hero and 25 Sony T-shirts. 

All you have to do is tell is tell us which film 
Arnie made prior to Last Action hero. Send you 
entries to Nice night for a walk Compo, Game 
Zone 30 Monmouth Street, Bath, Avon, BA1 
2BW by the 30/11/93. 

The first 25 correct answers will win Last 
Action Hero shirts and the next 25 will win Sony 
garments, and you can’t say any fairer than 
that now can you?. 


sensible soccer 

This game ruins lives, destroys friendships, 
wrecks marriages and generally makes you an 
anti-social swine - so you’ve just got to have it. 
Reckoned by the legendarily hard to impress 
Amiga Power to be the best Amiga game of all 
time. Sensible Software’s footie classic comes 
to the SNES. 

There’s 64 player cup competition, three skill 
levels, save game, team edit, after touch, 
computer aided passing and real football 
crowd samples - although suitably bowdlerised 
one would hope. It was fabulous, it looks great, 
can’t wait. 

Released on the SNES 8 December. 



like a virgin 

Virgin have finally joined the Nintendo fray too. Longtime publishers of top-quality Sega stuff, the 
company with the world’s most misused name, are now turning their attention to a serious 
machine. Their first two releases will be the smash hit advertainment Cool Spot (see our In The 
Pipeline feature p.87) and Young Merlin a Ze/da-esque adventure written by Westwood 
Associates - the people who put the rather excellent Eye Of The Beholder series together for the 

Amiga and PC. Curiously though Merlin was 
supposed to get younger as he got older so, 

* what are we supposed to make of the name 

young Merlin? 

In the future we can look forward to seeing 



Jungle Book, Muhammad AH Heavyweight 
Boxing and Global Gladiators. 


empire song 

Another major softie debuting on 
Nintendo this Fall are Empire. They’ve 
been big on computer for a while and 
now they’ve made the move to Nintendo. 
They’re kicking it all off with Yogi Bear, 
Empire Soccer and Space Ace. Wanna 
see what they look like? Well have a 
gander in next month’s issue mate. 



is vie there? 

Vic Tokai are best know to Nintendies as 
purveyors of fine Game Boy Peripherals, but 
now they’re also bringing their SNES 
publishing operation - they’ve been doing it 
for years in Japan - to Europe. Starting off 
with Super Conflict (reviewed p.42) Timeslip 
and Lost Mission. Interestingly they’ve also 
started shipping soft Nintendo toys to the 
UK, so while superbly conflicting, slipping 
time or losing missions you can have a the 
friendly, fluffy face of Mr Mario grinning 
down from the top of your TV- if you want. 






























Have you got what 
it takes to roar into 
the sunset with the 
first motorcycle racing 
simulator to hit the 
Super Nintendo? 

Race the international 
circuits with 2-player 
simultaneous split¬ 
screen action. 

If you've got the 
guts, the glory will 
be waiting on the 
winners rostrum. 


Available 
October 1993. 


"This is a 
fun game 

especially in 2 player 
mode. Considering it's 
the first Hang-on style 
racer for the Super 
Nintendo it's worth 
checking out." 

NMS September 1993. 


Bandai UK 

Hedge End, Southampton. SOB 4TX 
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the game 


It’s the licence of 1984. It has to 
be, it’s got everything: a huge 
name, the best programmers in 
the business, the best technology 
available, stacks of gameplay 
potential and it’s on the Super 
Nintendo. Who, why, what and 
when? Trenton Webb, has the 
details on the heroes 
in a half-track. 






Transformers, seen at their party conference earlier this 
year, debating the new ‘one robot one vote’ policy. 


Generation 2 (1994) range. One definite, if 
surprising, inclusion is a totally redesigned 
Optimus Prime. 


bigger and better 

Argonaut know the FX chip better than anyone - 
better even than Nintendo who own It. They 
designed the chip and have the invaluable 
experience of already building a game that 
pushes the Super Nintendo, further than ever 
before. With Starwing under their belt as a ‘test’ 
project, Transformers will take the FX chip to its 
very limits in order to up the wow factor and 
maximise the game play potential of huge robots 
doing battle - a theme SNES owners already 
love to love in games such as Probotector. 

3D games are often snubbed by mainstream 
gamers as the domain of the propeller headed 
flight sim freaks. Starwing helped break down 
that prejudice, showing that handled well 3D 
could be just as stunning a game environment as 
those of Axe/ay. The result was heralded by 
Nintendo ads as ‘the future of game Play’ It 
wasn’t quite that, but did mean that Argonaut 
had tapped into an area that was previously the 
reserve of PCs. 

Starwing hauled large numbers of polygons of 
any size or complexity around the screen, fast. It 
meant that huge, and truly gob-smacking, end of 


T he developers of Starwing and the FX 
chip. Argonaut, have signed a huge 
licence. A game who’s success or 
failure will shape the future of the 
Super Nintendo. The licence they’ve 
signed? One of the most successful toy brands 
In the history of Christmas. Not Cabbage Patch 
Dolls, not Rubik’s Cube (although a ‘game’ 
based on that could be interesting), but the 
Transformers - and it should be the biggest 
licence ever seen on the SNES. 

Scepticism excused. Yeah, sure Transformers 
were a big hit back in the 80’s but in 1994? For 
starters every sprog in the world will be 
clamouring once again for those ‘robots in 
disguise’ when the entire range is re-launched in 
’94. Then there’s the fact that even ‘original’ FX 
games from Argonaut demand major attention. 
Together these two factors are offer potentially 
explosive gameplay. 

Starwing, Argonaut’s 
last (and so far the only) FX 
game, was the most 
important release of 1993. 

The Super Nintendo was in 
danger of losing its cutting 
edge and its needed a big 
hi-tech hit to maintain its 
position at the top of the 
gaming pile. Starwing was 
Nintendo’s (via Argonaut) response. Now with 
likes of the 3DO, Mega CD, Jaguar and CD32 
nearing release, the Super NES needs a steady 
stream of jaw dropping games. Transformers 
has the potential to be that hit. 

gundam warriors 

The Transformers’ world of Cybertron is racked 
by a ceaseless civil war. Two nations of mutant 
robots, the Autobots and Decepticons are 
locked in mortahcombat. The fight is to the 
death and the good guys (the Autobots) are 
outnumbered, out-gunned and out on a limb. All 
they have in their favour is their honour, their 
ingenuity and the fact that they’re the good guys 
- so they’ve got to win. 

The two tribes are lead to war by two huge 
super-Transformers Optimus Prime (Autobots) 
and Megatron (Decepticons). At the cutting edge 
of Transformer technology they Inevitably end 


up at each others throats at the end of each 
adventure, while their minions - each with 
specialised powers - are the ones who make this 
final confrontation possible. The result, at least 
in the old Transformer world - there’s a whole 
new range of characters and powers being 
designed as we speak - was a never ending war 
that raged in space, on land and in the air, with 
both hi-tech weaponry and good old fashioned 
fist fights. A space opera par-excellence. 

legendary licence 

Being the first FX licence. Transformers has to 
work. Developing a licence is costly. Developing 
a super FX game is even more costly. Doing 
both is financial suicide especially if you’re not 
convinced that it’s a game that everybody will 
have to play. Transformers have real potential 
and as an FX game 


... multiple game play 
possibilities, 
spectacular visuals 
potential, ready made 
characters and the 
chance to get seriously 
destructive.” 


should deliver some 
truly stunning gaming 
scenes when the 
huge manga-style 
Gundam robots beat 
a path to the SNES. 
They bring together 
multiple game play 
possibilities, 
spectacular visuals 

potential, ready made characters and the chance 
to get seriously destructive. 


generation game 

Even at first glance the combination of factors is 
undeniable, the giant robots suit the FX chip 
while the characters and ‘legends’ of 
Transformers demand that a game’s written 
around them. 

The FX chip is a maths processor, that helps 
the SNES’s slightly dim central processor out on 
the counting front. It’s designed to handle 
polygons, the building blocks of 3D games. And 
as transformers have a robotic-angular look, the 
FX should be able to generate transformers in its 
sleep. Work at Argonaut has already begun on 
sculpting all the major Transformer heroes as 3D 
models, jigsaws of polygons that are slotted 
together to form the robots in disguise. 

Once their basic shape has been defined, the 
coordinates of the polygons can be stored and 
then the mechanical beasts moved or positioned 
any way the game demands. The result Is less 
data, you’re not storing sprite blocks, merely a 
series of reference points. And that means more 
room for the game (Starwing was a piffling 8 
Mbits) - and helps keep cart prices down. 

The exact details of which characters will be 
used and what their new powers are still ‘secret’ 
because those in the game are from the 


Jez San, boss of Argonaut, the man who invented that 
funky little FX chip. 


The FX^'^ chip Is a co-processor that lives on 
the cartridge and helps your SNES to do all 
those complex calculations needed for flash 
3D games. As you are probably aware the 
SNES is a top of the range console, crammed 
with sexy hardware, but it does have one weak 
spot - its central processor. 

The processor can do maths, but only 
slowly. Even with its shoes and socks off and 
counting head firmly in place, the SNES’s 
processor speed of 3.58 Mhz means that any 
attempt to create, update and move filled 
polygons resembles more of a slide show than 
a game, just look at the dreadfully slow 
Race Drivin’. 


Sitting between the cart’s code and the main 
processor the FX chip lends a hand, and 
pushes the game speed up to a massively 
more impressive 10.5 Mhz, and on-screen 
display rates of up to 30 frames a second. 

Now by modern standards this ain’t that 
nippy (it’s just somewhere between the 
performance level of 286 and 386 PCs), but the 
fact that it’s a Restricted Instruction Set Chip 
(RISC) that specialises in polygons means It 
can crank the most of the SNES’s 16-blt 
architecture. And as the human eye can’t 
really discriminate between much more than 
15 frames a second - well it’s all looking pretty 
much cut and dried isn’t it? 
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THE GAME 
FROM BEYOND 
THE GRAVE! 


Put on a crucifix and get out your 
garlic necklace - the legions of 
the undead are roaming the Earth, 
and only you can stop them. 

Konami's Zombies is perhaps 
the scariest, funniest, spookiest 
game ever designed. It's reviewed 
in this month's issue of TOTAL 
along with 23 other Super NES 
games, and the best on NES and 
Game Boy including Firehawk and 
Speedy Gonzales. 

And there's a free book with 
this issue: The TOTAL Top 100 - The 
definitive guide to best Nintendo 
games ever from the definitive 
Nintendo magazine. 
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Megatron - the ultimate bad guy in the Transformer 
Universe, set for a SNES appearance in 1994. 


level bad guys could be crafted. Scale is the key 
to Transformers. The more important an Autobot 
or Decepticon gets, the larger they are. And who 
wants to play an Insignificant robot? We want 
Prime, Ultra Mangus and Galvatron. And from 
the 3D models already being built, it’s just what 
we’re going to get. 

Transformers won’t just be Starwing Plus 
though, because their true power - as both toys 
and computer characters - is that they change. 
They’re not limited to flying/running along 
blasting the hell out of each other with laser 
cannon, they can change. The Autobots can 
become cars, the Decepticons almost anything 


you care to name - fighter planes, helicopters, 
construction equipment. This means added 
game play. Starwing was criticised for being too 
linear, all you had to do was fly the way the 
game wanted and keep shooting, then if you 
shot well enough you won. As robots 
Transformers can both run and fly, then as 
vehicles their own special abilities come into 
play, adding yet more variety to the equation. 
Variety means a better game, and a better use of 
the licence. The final factor is that the universe 
the Transformers inhabit has already been fully 
fleshed out and there’s a whole range of heroes, 
each with specific special powers which means 
they can add that extra something; speed runs 
with Hot Rod, sheer power with Cop and outright 
straight hardness Mangus or Megatron. 

ready made heroes 

The potential of the licence is equally amazing 
The fact that Argonaut can churn out a quality 
FX game has to be taken as read. With 
Transformers they’ve signed up a more that just 
a series of plastic toys though, they’ve signed up 
a concept that’s already lodged in our cluttered 
pop culture minds. 

They haven’t just signed up a single film or 
single character, but a whole pantheon of heroes 
and villains with a ready-made mythos - from 
which the game designers can take their pick to 
tease out the best elements for a game. They’ve 
signed up to do the characters, strictly speaking 
the toys, at the same time as the foldable robots 


get their big push in 1994. But by implication 
they also get the chance to pillage the comics 
and cartoon series for inspiration. Providing 
them with ready made ideas that can be 
moulded to suit the final gaming engine. 

launch and re-launch 

Licences need flexibility. Too many follow 
narrow restrictions of the ‘thing’ licenced, and 
it’s rare that characters readily suit a game 
straight off. Of the few who do Bart and the 
WWF crew work best, but most have to be 
‘engineered’ to work within a game format. 
Dracula, turned mild mannered estate agent 
Jonathan Marker into a sword waving nutter. 
Batman Returns sees far more fist swinging than 
was ever seen on screen. Jurassic Park 
transforms (ooer) into a dino blasting frenzy, 
when it reality it was heavily influenced by the 
run away from the dinos very-fast school of 
cinematography. 

Character licences allow more freedom. All 
you’re restricted by is the look of the person(s) 
and the world which they inhabit. Employed to 
heighten awareness of the game, fans of the 
licence will want it because it’s got their heroes 
in it. Others will know It because it’s rammed 
down everyones’ throat by the media. 

The re-launch of the toys will (may) catch the 
(probable) wave of publicity of the re-launched 
robots. Even If It doesn’t most people know the 
name Transformer due to their earlier success. 
Folk who grew up during the first boom will no 



heroes and villains 


The world of Cybertron Is gripped by a civil 
war. The ‘fierolc’ Autobots are locked in a 
millennia old struggle with the ‘evil’ 
Decepticons. The two tribes of warriors 
robots ^re evenly matched, each with Its 
champions, each with specialists who arrive 
in the nick of time, when one side gains a 
decisive advantage. 

optimus prime - 
heroic autobot 
ieader 

This guy Is nails, rock ’ard and honourable - 
which is how Megatron always gains the 
upper hand. 

He can transform into an 18 wheel truck, 
which just like the real thing can intimidate 
its way to victory (or the outside lane If you 
meet him on the M25). The keeper of the 
Transformer ‘matrix’ at the moment he is 
supposed to be dead - although a 
comeback Is promised. 




grimiock - heroic 
dinobot leader 

Nice but dim, the leader of the Dinobots is 
just a little ’bot who can change Into a huge 
T-Rex. Like his Jurassic cousins, he lacks a 
bit In the brain department, but since 
Dinobots are allied to the Autobots Optimus 
and Ultra Mangus help keep him on the 
straight and narrow. 

megatron/galvatron 
> evil decepticon 
leader 

A nasty piece of work, he’s effectively the 
mirror Image of Optimus Prime. Almost as 
strong, he’s a real git who never keeps his 
word, rarely transforms and who uses the 
stupidly large gun that’s stuck to his arm. In 
the ‘movie’, Megatron and Optimus destroy 
each other in a showdown. Megatron is 
reborn as Galvatron, while the voice-over 




assures us that Optimus too will return. 1994 
seems about as good a time for a comeback 
as any other... 

unicron - dead 
hard, incredibly 
huge rogue planet 
destroyer 

Not so much a robot as a planet. Only the 
united power of the Transformers and the 
unleashed power of the matrix can put him 
down. To get an idea of scale, he’s about the 
same size as the ‘head’ at the end of 
Starwing. 

Other Transformers of note (actually those 
with dead good names): Ironhide, Laserbeak, 
Wheeljack, Starscream, Thundercracker, 
Smokescreen, Runamuck, Steeljaw, 
Rippersnapper, Repugnus, Weirdwolf and 
Horri-bull. 













|flE:COtfc^ 


DELETE frroufrf AtTock 


Starglider on the C64 signified their major break into the big time. 
They followed this up with Starglider II on the ST and Amiga, which 
had a small fighter craft ’ninging about blasting huge battle stations 
and fantastic space creatures (sound a little familiar Fox McCloud?). 
Due a freak calender misprint they took four years (yep, count ’em) to 
finish their next major game Birds Of Prey. 


.. While coding this epic they were chewing the fat with Nintendo 
about developing an enhancement chip for the NES, so they could 
translate their smash hit Starglider II to the machine. The plans never 
came to fruition but they did wangle a SNES out of Nintendo six 
months before they were released in Japan. The big N was so 
impressed with their programming on all three formats, often without 
‘official’ development systems that they eventually said ‘go FX’ and 
bunged them some development cash. 

Then they did something called Starfox. 
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Starglider - C64 


Birds of Prey > Amiga 


AT AC - PC 


doubt hit retro-mode and come over all 
nostalgic. Even if you manage to stay immune 
there’s one more licence type thing to bear In 
mind - the FX chip. 

Teamed with the popular appeal of the subject 
matter, the incidental appeal of the Gundam 
style robots and the potential of the FX chip 
doing its funky stuff it adds up to game that will 


be impossible to ignore. Transformers will be 
one such game, incorporating the highest tech 
standards to bring polygon heroes Into play over 
sprite and mode 7 backdrops. With surround 
sound (Argonaut did King Arthur’s World for 
Jaleco which first showed the potential of the 
system). Transformers is coming our way and 
will lumber onto the review stage in mld-1994. 


Now you may vaguely remember Transformers from the last time they were big news, but they 
were just toys, right? Wrong. The changeable robots were a massive global hit, selling in their 
10’s of millions spawning an ever growing ranges of action figures, comics (that are still running) 
and TV cartoon series. 


Some rather sad US retailers were worried that peeps would confuse the small plastic robots 
with the transformers used for train sets. 

Like the Scouts. Transformers have changed their motto, from ‘More Than Meets The Eye’ to 
‘Robots in Disguise’. The Scouts’ previous motto was ‘Thunder, thunder, thundercats - ho!’. 

To determine the powers of each robots you used to have to hold a red plastic decoder over 
their identity charts - anyone out there remember lenslocked games? 

One of the reason cited for the success of Transformers was that while children could work 
them, their parents couldn’t. 

Some bright spark decided to add in more humans via the Action Masters range. It flopped and 
was never released in Europe. 

1994 Sees the re-introduction in the US of the new Optimus Prime, completely re-worked and a 
whole bunch of Generation 2 characters. 

There’s a Transformers Collectors Club: Transmasters Club, C/0 Laura Pierson, Secretary, 

4720 Arbor Drive #203, Rolling Meadows IL 60008. 


very special fx 

Argonaut aren’t the only folk working on new FX 
games. There are currently two other games 
boasting the support of this fancy chunk o’ 
hardware. First comes Nintendo’s very own FX 
Trax. Its state the bleedin’ obvious title, lets you 
know exactly what’s on offer - a driving game. 
Elite are also assembling a dead impressive 
racer called Power Slide. Displayed for the first 
time at the recent European Computer Trade 
Show, it’s fast, it’s slick and it looks wonderful. 
Both appear to have taken the single format 
route, using the power of the FX chip. 

Interestingly in interviews at the time of 
Starfox. Argonaut were claiming to be working 
on two more FX titles for Nintendo to be ready 
for a late ‘93/ early ‘94 release. The names, and 
specs of these haven’t been announced, and no 
news has been forthcoming. More news as it 
happens (as they’re supposed to say in the TV 
news biz but never 6o).M 


Those of you in train spotter mode will of 
course already be reaching for you pen and 
paper to tell us that there already has been 
a Transformers’ game. Released in the 80’s 
on the C64, it was published by Activism 
and, erm, was highly crap. 

This highlights a few spooky 
coincidences. Starwing had to be renamed 
at the last minute when someone mentioned 
that there’d already been a C64 game called 
Starfox. So don’t say you haven’t been 
warned this time around. 




















I, the games exchange p( 
new game to a similar v< 
4.50 - yes that's right, it < 
tut it's too easy to do as 
ould like in exchange for 
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Hey Kids Great neivsx 
CHAMELEON 
EXCHANGE 
YOUR OLD CARTS FOR 
JUST £4.50 AND 
EVERY 5th EXCHANGE 
IS FREE > 


CHOOSE A NEW GAME FORiUST £4.50 

vj.rpA, _ 

fou must have at least one SNES game that you’re sick of the 


You must have at least one SNES 
sight of, well now Chameleon, 
exchange that cartridge for a new { 
the handling charge of just £4.50 
sound too good to be true! But i 

Simply list four games you '_ 

one you want to swap on the 

postal order for £4.50 and [_ 

game you send is boxed and 
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!, will V 
(for 
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a cheque or 
ensure the 


CHAMELEON 


021 - 415-5480 


CHAMELEON 

38, Bournbrook Road, Selly Oak, Birmingham. B29 7BJ.^ 
Telephone: 021-415-5480 

THE GAME I ENCLOSE IS:- _ 



GREAT PRICES ON LATEST 


Mario Kart.£38.99 

Batman Returns. 

Pugsieys Scav.Hunt 

NBA Basketball.£45 

Super Soccer. 

John Madden 93 


JUST CALL US FOR 


FIRST CHOICE:_ 

SECOND CHOICE:_ 

THIRD CHOICE: _ 

FOURTH CHOICE: _ 

Please send my choice of game to:- 

Name. 

Address. 


Tel. 

Also Enclosed is my Cheque/ PO for £4.50 Payable to Chameleon 
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52 New &. Original Multi-level 
Games for All the Family. 


PHONE TODAY TO FIND YOUR NEAREST STOCKIST: 



A Game Every 
Week for a 

^le^r! ^Compatible with Sega 

Megadrive & N.E.S. 


SCOTLAND 0324 558848. 
LONDON 0533 393875. 
MIDLANDS 0533 394245. 


NORTH EAST 0904 491638. 
NORTH WEST 0606 *863441. 
SOUTH 0752 704350. 


This product is manufactured & designed by Active 
Enterprises Ltd. It is not sponsored or endorsed by 
Sega or Nintendo. Action 52 is the registered trade 
mark of Active Enterprises Ltd. 

A FEW EXCLUSIVE AGENTS & 
RETAILERS STILL WANTED ! 
































We, the Cartridge Family, 
welcome you to our 
humble abode. Please 
excuse the mess, but 
we’ve been rather busy 
recently, inventing 
excuses for why haven’t 
had time to be tidy. 

This is our special 
‘reviewing couch’, a 
Chippendale, hand ^ 
crafted for us by MFI*. 
Sitting on it, we play 
each month’s games. 

This way we all get to 
see every game, 
ensuring that our 
opinions are firm 
rounded affiars and not 
dogmatic knee-jerk 
reactions based on any 
blind prejudice. 

Well, there is some blind 
prejudice, because as 
well as being a highly 
trained professional 
we’re all eager gamers 
too. Each of us has our 
own preferences, likes 
dislikes and medical 
afflictions. So to 
understand our reviews 
you need to know us and 
the tools of our trade... 


Game Zone 
recommends: 
The essential items 
for a complete 
evening of gaming. 



Phone 

Unplugged. 
Only to be 
connected for 
the ordering 
of copious 
amounts of 
pizza. 


Snack food 

Hideous amounts of it. 
Expensive and unhealthy 
crisps, chocolate, biscuits, 
E234, E612, Potassium 
Sorbate, MSG, Agent 
Orange... all are a must. 


moments between levels. 
Must be at least two hours 
old, but preferably two days. 


Curious 

joystick 

Lots of buttons and 
functions that nobody 
remembers how to use. 


adam peters 

Ostensibly: Reviewer 

But really: Mr It wasn’t me, I only touched It 
and the whole thing came apart in my hands. 


trenten webb 

Ostensibly: Editor 

But Really: Editor who watched England play 
at Wembley, and win - AKA Mr Freebie. 


jonatban nasb 

Ostensibly: Reviewer 
But really: Zsgar, from the planet Szakjgs 
ready to steal your mind at the drop of 
a balaclava. 






















family 


scoring system 



This is where we say what we 
really think of a game. It’s a 



condensed opinion and can be 
trusted for use when considering 
your next big buy. For the full facts 
read the review - which will give o 
you greater detail and 
insight into how 
the game 
plays. The 
number by 

the way is M y 

the score. ■ 

Out: when H 

Price: how much 


there’s more chance of pulling 
some expensive equipment 
over, and standing on joypads. 


Carbonated 

drinks 

The more sugar, the more 
caffine, the more effervescence 
the better. How else are you 
going to get those bodily 
gases going? 


Game 

Zone 

Well what did 
you expect? 


But what do the scores actually mean? 

90+ A benchmark against which other games of its 
type wili be judged. Buy it now! 

80-89 An exceiient aii-round game. Weii worth the 
money, take a gander. 

70-79 Smart but tending to fali into the Mf you iike 
this kind of game...’ category. 

50-69 Good but fiawed, or Just piain average. Oniy 
for dedicated fans of the genre. 

30-49 Below par or seriously marred. Don’t bother. 
29- Not worth the plastic it’s made of. Avoid at all 
costs and don’t say we didn’t warn you. 


Shoes 

Must be kept on at all 
costs. Unless 1) It’s your 
flat 2) you don’t enjoy 
painfully warm feet 3) 
you just don’t care. 


Toilet tissue 

Essential for those sobbing 
(when you get offed), sneezing 
and spillage. 


That’s a lie actually I supplied it, and I am Roger 
Lewis of the Roger Lewis Furnitue Company Ltd 


Bradford upon Avon, and I claim my £5. 


andy butchep 

Ostensibly: Reviewer 
But really: Mr I think it’s my turn to 
peruse the Guardian job section now 
John, sorry Zsgar. 


nick aspell 

Ostensibly: Art Editor 
But really: Gus ‘Gus’ Johnson Vietnam 
Viet, able to ‘slice and dice’ a publisher 
in seconds. 


Simon kirrane 

Ostensibly: Deputy Editor 

But really: Mr Listen to me, listen to me. Ooh 

ooh, over here, listen, watch ha ha, aww. 























Our friendly faiiy Indulges in some blatant capitalism while Yoshi goes nowhere fast. The brothers united. It’s enough to bring a tear of nausea to your eye, isn't it? 



































































































































S?13X3(S ' 














i 



r I 

1 £ 




1 





1 -'n 



It’s the scary Cave of Ice, watch out for the bats, or, as 
you see from Mario’s look of horror, you’ll lose your 
hat but you’ll also lose a life too. Hard luck Mario. 



If you go down to the 
woods today you’re in for 
a big surprise. Mario is 
chasing after a fairy, that 
stupid berk Luigi has 
managed to get himseif 
iost and the viliainous 
Wario insists on chucking 
strange objects out of his 
pink aeropiane. 

Confusing, eh? ffik 
Haynes tries to sort it... 

A ccording to legend, seeing a fairy in 
the forest gives you a warm glow all 
over. Mario, along with mates 
Princess Peach and Yoshi, aren’t so 
lucky when they go on a picnic one 
day because Wario suddenly appears in his 
plane and drops a bucket 
over their heads. 

These woods are a 
dangerous place for the 
visually-challenged, the 
three amigos could easily 
prick themselves on a 
thorn or step in something 
nasty. Understandably, 
the kindly fairy wants to 
pluck the plumber and his 
pals from danger but hasn’t got enough power to 
remove their new piece of unfashionable 
headgear. It only has a magic staff to give 
instructions to move left or right and remove 
minor obstructions in their path. 

Using the mouse controller (that was once 
supplied with Mario Paint) you take the role of 
that sprightly fairy. After selecting the character 
you want to help, you’re free to enter any one 
of eight levels from a grand total of ten. On 
every stage, the Idea is to reach Luigi by any 
means possible. 

As Mario, Princess or Yoshi wander aimlessly 
across the platforms, you must keep them safe 
from harm by whizzing around the screen 
sprinkling fairy dust over special blocks to fill in 
any hazardous gaps and bypass traps. Of 
course, Wario and his warriors aren’t happy 
about this turn of events and try their best to 
hurt your ward. Some of these antagonists can 
be bumped off but others must be avoided at 
all costs. 

Each level (surprise, surprise) has a different 
theme, backdrop and refocuses the challenge. 

So in that classic holiday brochure kind of way, 
sit back and soak up the sun, sea and cuteness 
that is Mario & Wario: 


level 1 

Pop Into the Fairy’s Forest...now, we’ll have 
none of that, this is a politically correct magazine 
and we’ll have no reactionary sniggering every 
time somebody mentions forests. 

level 2 

Time to tackle Lake Yosu, the birthplace of the 
king of the cutesters: Yoshi. So get your happy, 
smiling, cute filled head on. 

level 3 

It’s time for Mount Kumotori, a serene and 
spiritual place filled with majesty. Whizz around 
like there’s no tomorrow and generally act like a 
tourist on Pro Plus. 

level 4 

In the the Cave of Ice you’ll find the temperature 
change a little disconcerting. No just kidding, 
this is only a video game you see and the 
temperature drop is only an illusion created by 
bits of metal and some electricity and stuff. 

level S 

In the Cave of Flames 
you’ll find the 
temperature change a 
little disconcerting. No 
just kidding, this is 
only a... wait a minute 
haven’t I used this 
one? 

level 6 

A ha! Pukupuku Kai, this is where, er the 
Pukupuku er kais. So you’d better beware, or 
look forward to it, or be ambivalent in your 
attitude. Hadn’t you? 

level 7 

Balloon Bridge, that could be the Fusen Bridge, 
because as we all know ‘Fusen’ is Japanese for 
balloon and ‘Bridge’ is English for card game. So 
watch out for those card playing balloons kids! 

level 8 

In the Karakara Desert you’ll find the 
temperature change a little disconcerting. No 
just kidding, this is only a...(Lookyou might get 
away with it twice but three times is going too 
far. Ed.). Yes, right this is a desert and it’s reallly 
sandy and hot. You’ll find the temperature 
change a little disconcerting. No just kidding, 
this is a video...(Oh shut up! Ed.). 

level 9 

Wario’s Garden, filled with all sorts of lovely 
things that reveal the true nature of Wario. The 
most misunderstood and maligned character in 
the Mario saga. (You’re making this up as it goes 


A ha! Pukupuku Kai, 
this is where, er the 
Pukupuku er kais. So 
you’d better beware, or 
look forward to it, or be 
ambivalent in your 
attitude. Hadn’t you?” 
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WARIO'S WARRIORS 


DODORIGESU 

Beat these black crows 
into submission before 
your character blindly 
stumbles into them. 
Otherwise it’s time to 
start again. 






GURIGURI 

Moving along the edge 
■ of blocks, these fireballs 
are lethal on contact. 
The magic staff will 
make them smaller 
and slower, which is a 
good thing. 




TSUBON 

Shoots cannonballs on 
fire. If this is at an angle, 
change its direction of 
fire with the staff. 
Tsubons’ may cling to 
‘Hibis’ which can be 
destroyed. 


KOMORIN 

These bats split into four 
and then attack with a 
V vengeance - wait until 

’ M you’re close enough and 

wKf ^ ^ B: then let them have it. 

I B Timing is important. 


UNIBO 

Don’t even bother 
tackling the sea urchins, 
they’re tougher than 
Colin Culk (and he’s 
culkin’ ’ard). Stay out of 
. their way. 


KINOKO 

Regain a crucial seconds 
on the timer, it can make 
a difference on later 
stages.‘Kinoko’ is still 
Japanese for mushroom. 


Snatch all four stars on 
any stage from Level 2 
and you’ll obtain yet 
another bonus life. Are 
the designers of this 
romp good to us or 





































































The fairy’s wand makes short work of the breakable blocks. 



Techview: i 

1^^ multimedia I 

It universally I 

acknowledged that ■ 
Trip Hawkins 1 
smart guy. So smart, in * 
fact, that EA were years 
late getting into the 
console market and 
^ nearly went broke because 
y their boss, one Trip Hawkins, 
dismissed consoles as a passing 
fad... And this is the guy who’s j 
selling 3DO? Edge asks: what I 
the hell does Trip Hawkins i 
think he’s playing at? M 


•*ana8onic 


along aren’t you? By the way readers this special 
stage only appears after you successfully 
complete Level 8. I’d also like to apologise for 
this review and the fact that I’ve had to interrupt 
so much, it won’t happen again. Ed.). 

level 10 

Wario’s Mansion reveals the capitalist shackles 
that have bound Wario to his life of evil. If it 
weren’t for the wealth that surrounds this tragic 
character then he would be free to live the life of 
a ‘regular joe’ like Mario. “Reject your wealth 
Wario, discard the chains ot...(Oh I give up! Ed.). 

As the manual so rightly observes, try 
everything you can think of. Fortunately, you can 
check your bearings at any time by pausing the 
game. Talking of time, you only have a limited 
amount of it to complete each stage. There’s a 
brief opportunity for revenge between levels, 
where you have to smack Wario as many times 
as possible as he flies back and forth across 
the screen. 

Mario & Wario is a really simple video game 
that’s easy to pickup. Only Levels 9 and 10 hold 
anything resembling a challenge. Nintendo 
scores an average mark in the presentation 
department, too. Graphics are simple but 
effective. Surprisingly, the ditties aren’t quite as 
infectious as the original Super Mario Bros. 
series. Overall, this cart seems to have been 
designed for players who found Lemmings far 
too challenging. Young kids will love it. II 



Mario & Wario, as pretty as a 
picture, a picture that is renewed 
for its universal prettiness. It is 
also stupendously easy, imagine 
Troddlers. Now imagine a version 
that has two very easy levels. 
Mario & Wario is as 
taxing...er, well 
it’s not very 

taxing at all. /jj^^ ^ 

One for the /m 

little ones , 


o 

Edge: not what you’d expect 



The future of videogaming 


Issue two onsale at selected 
newsagents now 
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<<Cars are pollution 
on wheels,” says 
Jonathan Nash. ‘*We 
should get rid of 
them all. Bicycles - 
that’s the way to 
go. Bicycles are our 
friends. They help 
us travel about the 
place, and they 
have two big 
wheeis. And a horn 
which goes beep. 
Everyone go out 
and hug a cyciist 
today. Boo to cars.” 


W hy are real-life drivers so bad at 
driving games, eh? They 
invariably say, ‘Oh, hello, a 
driving game. I’ll be dead good 
at this, because I drive a car, you 
see,’ and they zoom off the first bend and go 
smack into a roadside obstacle and every sprite 
on the screen bursts into flames. And these 
people are at large on roads around the country. 
That’s why I travel 
everywhere by hot-air 
balloon. It’s perfectly 
safe and will remain 
so until someone 
releases a hot-air 
balloon game, which 
extensive market 
research has thankfully shown is an extremely 
low possibility. 

The trouble with Top Gear 2 is that, although 
it’s all been put together smartly and 
orofessionallv, there’s nothing new here 


The initial playability 
level is, ooh, about that 
high, with another bit 
that big on top with two 
players. 99 


whatever. It’s yer basic straightforward race 
around a track and come nth or better to qualify 
for the next leg, with turbo boosts, equipment to 
buy for your car, a two-player mode and weather 
effects. Old hat? Old hat? Cardinal Wolsey’s 
socially backward headgear is more up to date 
than this one, mate. Chase HQ was the last 
driving game to do something different, and that 
was around the time that Wolsey was being 
ostracised by polite 
society for sporting his 
hats in public. Sigh. 

The game looks lovely, 
moves very nippily and 
has a jolly ‘feel’ to it. 

Much care has been taken 
to keep the action at a 
constantly high speed - when you crash, you 
just bounce around a bit and carry on, rather 
than exploding or careering off the track or 
what-have-you. And the weather effects are 
favr.ontionallv aroovv - esoeciallv the foq-bound 



Why do you never get to the places of geographic interest shown in the background scenery of these games, eh? 



Ejector seats. That’s what these games need. Let’s say 
you’re zooming along in first place. An opponent 
threatens to overtake. So you eject your passenger 
through the roof, momentarily distracting the car behind 
as he swerves to avoid someone bouncing off his bonnet. 
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All roads lead to Rome except the ones that go somewhere else, but they don’t count. Hurrah for the large placings which show exactly how ghastly you are at the game. 


circuits, where you really can’t see your hand in 
front of your face. Although, of course, if you 
could then you wouldn’t be holding on to the 
steering wheel and you’d crash, so that’s a 
blessing in disguise then. 

The initial playability level is, ooh, about that 
high, with another bit that big on top with two 
players. But because there’s nowt new there, 
that first rosy-cheeked appeal dives away more 
sharply than Speed Demon Annie, the devil-may- 
care skydiver who scoffs 
at the idea of parachutes 
- preferring to rely on her 
home-made retrorockets 
to slow her to a 
comfortable stop at the 
last possible moment. 

And who, as a 
consequence, has broken all the bones In her 
legs several times. 

If you plotted Top Gear 2 as a sort of graph, 
you’d go shooting up to the top of the paper, 
maintain that excitingly high level for a very 
small amount of time Indeed, then plummet 
away to a smudge as your pen nib burst under 
the swift change of pressure. 

easy on the bends 

There are a few problems with the mechanics of 
the game as well. The difficulty curve seems to 
have gone to seed - the first half of the tracks 


are mindbogglingly hard not to qualify on, while 
the rest are just mindbogglingly hard. Secondly, 
the extra equipment you can buy seems a little 
pricey - although it’s dead easy to qualify, it’s far 
trickier to finish in a cash-winning position, and 
you haven’t the ghost of a chance on the harder 
levels without a great deal of those oh-so- 
tempting extras. Which, as you can imagine, 
ends up in disgruntiment, with a sort of vicious 
circle twist. Less important but still annoying is 
the missed opportunity 
of giving the computer- 
controlled cars 
recognisable 
personalities - they do 
react in different ways, 
boxing you in or 
avoiding you or 
whatever, but their attributes appear to change 
from race to race so you’re never sure how the 
fellow in front is going to act. If only they were 
kept constant, the atmosphere would be so 
much sharper as you whizzed around saying 
things like, ‘A-ha! Here comes Pieter Totalbast in 
the yellow car. I’ll be sure to avoid him like the 
plague,’ or, ‘Hurrah, I’ve only got Wesley 
Getsabitscaredonbends to pass. This race is In 
the bag.’ 

What a shame. Which is an attractive sentence 
that sums up the game as a whole. It’s 
competently done, but in an undistinguished and 
ultimately tedious sort of way. M 



Not one to try at home, unless it’s someone else’s car. 



Here comes Pieter 
Totalbast in the yellow 
car. I’ll be sure to avoid 
him like the plague” 



Ooh, I dunno squire. Fixin’ summat like that, that’s going ter cost, ooh, well, far more than you can afford anyway. 


Offer sporting comments as you pass other cars. 



It’s packed full of exactly the same 
features as other driving games. 
Not one to rush out and buy if 
you’ve already got a racer that 
you’re happy with (and certainly 
not up there with Super Mario 
Kart) but smartly 
done, and one to 
consider if 
your shelf is 
currently W/ 
driving m 

game-less, m 


Out: November ' 
Price: £45 
Publisher: Kemco 




























































It isn’t the movie - but who realiy 
expected that? - and despite some 
annoying faults Jurassic Park 
really hangs together. The variety 
of piaying styles and the different 
challenges all evolve into a major 
game, that’s weli 
thought-out and 
doubly tense. 

So not all ^ 

licence 

games are M 
bad ■ 


Out: October 
Price: £27.99 
Publisher: Ocean 


The velociraptor, known in the movie as Raptor. 


The Diiophosaur, known in the movie as Phosaur. 


The Brachiosaur, known in the moVie as Brachio. 


T he Golden Rules of Film licences 

(below). Do they echo a spooky kind of 
truth or what? Now this may not seem 
an open minded or fair way to kick off 
a review of the biggest film licence 
since Birth Of A Nation, but what did you expect 
a dinosaur gag? C’mon, this is Game Zone, do 
you think we’d sink so low as to use the 
Idon’thinkhesawus joke? Oh what a giveaway. 

These ten commandments provide the acid 
test for film licences. Each illustrates a crime 
common to mega-bucks games that use their 
‘real world muscle’ to bust into the big time. If 
any game ever seemed likely to rely on the ‘read 
the book, seen the film, let’s cash in on it and 
con people out of money’ syndrome surely it 


would be the big (and I mean BIG) JP. 

Annoyingly for the cynic, who likes nothing 
more than champion the cause of ‘original’ 
games. Park is actually refreshingly good. It 
doesn’t escape all the licence game pitfalls, but 
at least it tries: 

Rule 1) Jurassic Park falls at the first. The 
character sprites look nothing like the anything 
in the film. 

Well it’s not like you’d be able to tell even if 
they did, thanks to that large floppy hat. But then 
as there was no-one really, really famous in it, 
this isn’t that important. C’mon who would want 
to be Sam Neil anyway? Except possibly Sam 
Neil of course. 


Trenton Webb is as old as you get. So| 
who better to wibble on about 
dinosaurs and extinct things, eh? 


the ten 

cemmandments of 
film licences 

1) Never make the main sprite look anything 
like the star of the film 

2) Make sure that there are plenty of 
platforms In the game 

3) The theme - if distinguishable at all - 
should reduce the orchestral score to a 
series of bleeps 

4) One level of any film game must always 
be based on a scene that was hacked out of 
the movie In the final edit 

5) The pivotal action scene of the film must 
never be converted regardless of its aptness 
- eg car chase, fist fight, horizontally 
scrolling shoot ’em-up with parallax 
backdrops 

6) Any attempt by the graphic artists to 
capture the feel of the movie must be 
strenuously resisted 

7) Ensure that there is at least one huge 
game play flaw 

8) The level structure should make the 
complete nonsense of the original plot 

9) Put in some more platforms, just to be on 
the safe side 

10) ... oh and make sure it’s crap 


Rule 2) The game makes a strong recovery at 
the second. There are no platforms in it. The 
action’s seen from overhead - Zelda style - with 
your little guy ’ninging around the place, 
shooting, saving and sorting things. 

He hunts down dino’ eggs, switches on 
computer systems, rows up rivers and blasts T- 
Rexs in the head with all manner of Illegal 
weaponry. It’s different and it works, turning an 
action movie into an adventure. 

Rule 3) Now It would be cruel to attack a hand 
held game for music. We all know that the Game 
Boy can turn out good tunes, but nobody 
actually listens to them. 

Used in its proper place (on the bus, train, at 
the back of an English class etc) the music is 
useless and attracts attention. Playing it at 
home, you’re best sorted by putting a CD or the 
radio on. This is not the kind of music you listen 
for fun. The tunes are moody, mean and not all 
that bad, but not exactly Mozart or Sabbath... 
Rule 4) Boats. There weren’t any in the film, but 
there were in the book. But sure enough, good 
as gold, this is the scene that wasn’t in the 
movie and Is in the game. And an annoying little 
section It is too, rowing up a river, dodging the 
dino’s trying not to get ducked. It provides a 
change of pace and focus, but IT WASN’T IN 
THE FILM! 

Rule 5) Jurassic Park, being a well made film 
doesn’t actually have a pivotal action scene. 
There are a number of face-off’s with the large 
lizards, but these build up slowly, turning the 
tension screw as they go. The game echoes this, 
with a slowly escalating threat. 

It gets harder slowly, forcing you take more 
risks, mixing up the game play so there are 
different challenges at every turn, increasing the 


likelihood that at least there’s one bit everybody 
will find tough. 

Rule 6) The graphics firmly break this rule, 
displaying smart dinosaurs, great backgrounds 
and a smoothly slick dino-O-graphy Intro. In the 
main game the monsters are just monsters, too 
small to be accurately judged, but the end of 
level stuff is impressive. 

A huge T-Rex is your reward for beating level 
two and massive triceratops your treat for 
finishing one. Reet smart, as Stone Age man was 
wont to say. 

Rule 7) Gotcha. Jurassic Park does have a big 
problem - Its bonus system. A pizza delivery boy 
obviously had a nasty accident with a raptor and 
the island Is littered with ‘?’ pizza boxes. In some 
of them are good things (extra lives, extra energy 
etc), in others bad things (energy loss, instant 
death etc). The trouble is that there’s no way of 
telling which is which, you 
have to touch them - an 
often fatal experience. 

Rule 8) Another rule bites 
the dust (although it will 
probably be resurrected in 
50 million years from now). 
Jurassic follows the story in 
a spookily faithful fashion. 
The plot winds up from 
saving the kids, turning on 
the power, blasting the raptor nests, radioing the 
mainland and then awaiting rescue. As the 
difficulty tweaks up, your energy goes down and 
the tension’s piled on - just like the ‘real’ thing. 
Rule 9) Oh, and there are still no platforms in It. 
Rule 10) Sorry but it’s not crap. Ocean have 
turned a big licence Into a major game. It’s a 
tight challenge, that would deserve to be played 
even without the billion dollar movie backing it:« 
up. On the GameSoy there are dinosaurs, and 
that’s what we wanted to know. ■ 
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Visit the unspolit Greek Island of 
Jurassicos. ^e the lovely wildlife. 
Marvel at the primitve, untouchecf;: 
wilderness - and be eaten by a 
creature so dim that evolution set a 
hit man to kill the entire speciae. 


Call me ipd fashi^iied, c^me a bit of a dinosaur. 


Three men in boat -f one dinosaur in the water = one man in a boat. 


Watch entflkr that grid. It 
produces a prefect X-ray 
of your hero - by 
electrocuting him. 


I^noyingly moving away from any 
HMnputer terminal means that you are 
Immediately set upon by a Raptor. 
Unfair, but fair, in an unfalc kinda way. 


The moot fearsome monster of 
level one, a spitting 
mucosaurus. Their phlegm goes 
as fast as a bullet and is twice 
iU deadly. Nasty, and it makes 
a real mess of your clothes. 
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Sunset Riders revives those western 
myths like bar-fights, stunt riding, 
shooting people without causing 
them to bleed, good guys wearing 
white hats and the noon-time 
debates over who should leave town. 

Re-enacting that famous end 
scene from Unforgiven, Purple 
mexican bloke runs into a saloon and 
is promptly shot dead. i,; 










Green-cowboy-bloke 
takes on the evil 
Simon Greedweli at 
his ranch. Sadly his 
lack of a formal 
education meant that 
he could only shoot 
sideways and so he 
was horribly shot. 






Yves is a bit cosmopolitan. He 
wears fancy clothes, expensive 
aftershave and blasts away 
with pearl handled revolvers. 

He may be hard but he look like 
a big girls blouse 


Going for the Robin Hood look, 
John Little packs some serious 
heat in the form of his Winchester 
’72. He’s not as hard as Yves, but 
he does have a rifle and as John 
Wayne said ‘when a man with a 
pistol meets a man with rifle... ’ 


Stunning Steve would have been 
a WWF wrestler if he’d been 
born in a different game. He’s 
got the hair for it, the spandex 


he’ll try to convince you that he 
once lived in Italy with a mad 
bloke. Don’t believe him, he’s so 
crazy that he often shoots 
windmills for no good reason. 


Is Sunset Riders good enough to 
single-handedly revive the 
western as a gaming genre? 
Trenton Webb grabs aii six of his 
guns, rounds up a posse (oid 
usage) heads for a showdown at 
high noon with Konami’s cowboy 
coin op. Draw... 

W ell, I Cybernate, Probotect, R- 
Type, Axelay, Wing Command, 
Starwing and Star War. I can 
save the universe three times a 
week and twice on Saturday. I 
destroy demons from flaming pits of alien hell, 
I’ve got unimaginable powers to destroy all that 
is impure; my very name means death do all non¬ 
terrestrials. And to be frank, I could do with a 
change. I want to live the Hollywood myth, to 
return to a time when men were men, women 
were women, and the carrying of a handgun in 
public was seen as a positively good thing. Eeek, 
Sunset Ridersl 

The song remains the same wherever evil and 
violence and lurk. Heroes have to go head to 
head with bad guys, guns blazing, teeth glinting, 
white hat firmly in place. Where Probotector had 
hydraulic cyber-suits Sunset Riders offers purple 
poncho’s, the triple beam photon cannon 
becomes a side by side 12 bore shotgun and 
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slime-dripping fiends from the outer reaches 
become law breakers from Utah - both are the 
same, only different. 

Badguys are no smarter in the West than they 
are in deep space. Most of 
them are happy to pack 
knives or guns with 
infeasibly slow shots, and 
are eager to catch a bullet 
in the chest for poverty 
wages - suckers. 

Predictably these saps lay 
in wait, then scupper their 
own plans for an ambush 
by standing up the second 
you come onto the screen. 


In an impromptu demonstration against 
rail privatisation John decimates the 
5:15 to Brighton. It’s a bit rough on the 
passengers but they knew the risks 
when they bought the tickets. (Oi, Surely 
you nicked that gag from Airplane. Ed.). 
And don’t call me Shirley. 


Some of Sunset Riders trickier 
moments come in the form of 
hanging. Not in The Good, the bad 
and the Ugly sense, but in the hand 
over hand rope bridge styie. Here 
you’ve got to swing and shoot. Mess 
it up and you either eat iead or fry - 
neither of which is ideai. 


things - but turns out to have a few game- 
play elements more. Some are good, others 
bad and a few plain ugly: jumping between 



balconies and crates, riding a horse (cunningly 
similar to the 

A twisted John Ford 
pastiche of frontier iife, 

Sunset Riders is the 
surreal progeny of 
Westworld meets 
Unforgiiren. ” 


I of 


high noon 

Flashbacks, (I’ve suffered them since ’Nam* 
my recent Probotector mission kept running 
through my head. In the West everything’s 
somehow bigger and more colourful, but that the 
action’s slower and doesn’t offer quite the 
adrenaline buzz that’s so helpful during bouts of 
indiscriminate slaughter. Damn. 

The run of the ranch cowboys are nothing 
more than pawns - mere 
cannon fodder placed by 
my quarry to delay if not 
halt my pursuit. Shocking, I 
agree, but what sort of 
behaviour can you expect 
from the sort of corrupt, 
evil-minded villains I was 
after? But they are certainly 
tough “hombres” as the 
local parlance would have 
it, needing plenty of shots 
to put them In a box. 

These bosses are human 
though, normal size guys, 
so they don’t have the 
Levis soiling impact of 
some of the unspeakably 
alien sights I’d seen in 
Probotectorland. It’s 
probably just as well 
because cyber-suits have 
facilities to hygienically 
dispose of such waste; the 
jeans that built America 
don’t. So it’s probably a 
good thing that they’re not 
that stunning. 

Sunset Riders first 
appears to be a fist full of 
bullets adventure - that 
merely involves travelling in 
one direction and shooting 

In a primitive version of 
Crimewatch, Sunset Riders 
posters of bad guys are taken 
around to every ranch by Sue 
Roberts and Nick Cook. 


Probotector jet 
bike), leaping 
flaming oil, dodging 
herds of stampeding 
cattle and even 
slugging it out in a 
bar-room brawl. 
Luckily, shooting 
things Is never far 
from the agenda - 

so the spirit of the Old West lives on. 

A twisted John Ford pastiche of frontier life. 
Sunset Riders is the surreal progeny of 
Westworld meets Unforgiven. It looks like a 
Western but is really some 1993 sci-fi variant 
where the bad guys want, and deserve, to be 
shot; but are back in place next time you hit that 
level. The Old Wild West isn’t quite as thrilling as 
an alien-infested world, but then If you’re a laser- 
craver who needs to destroy at least one 
off-world species a week - what could? □ 
*Chelte’nam 
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It’s colourful, fun and imaginative, 
with just about every western 
eiement you could wish for; 
perhaps not as gripping as some of 
the more cyber-type shoot ’em- 
ups, but it has a fair amount of 
addictiveness and 
toierabie depth of 
gamepiay. It 
could be 
worth a 

shot. m- 1 

Out: November M 
Price: £tba 
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One minute they try to 
encourage tourism and the next 
they tell you to get out of town, 
r I’m just glad that I’m exercising 
' my constitutional right to carry a 
V - fire arm, so we can settle this 
matter in a sensible and mature 
. fusillade of shots. 

























“Look, just get on with 
Alfred Chicken and stop 
trying to think of an 
originai, aibeit witty intro 
to it. You know you’ii 
never think of one,” said 
Trent. “Oh, airight then,” 
said Andy Butcher. “You 
can’t biame me for 
trying, though.” 

T he evil Meka Chickens have stolen the 
eggs of chickens worldwide. The 
whole of chickendom is shocked and 
appalled, and without the eggs the 
future of all chickens is in jeopardy. 
Chickens stand on the brink of extinction, about 
to join their dinosaur ancestors. There seems to 
be nothing they can do to save themselves. But 
wait - who is that red and yellow figure striding 
forwards? Can this lone hero single-handedly 
battle his way through the weird world of the 
Meka Chicken, defeat the massed forces of evil 



alfred the 
multi-talented 
chicken 


As an exceptional example of his species, 
Alfred dispels the commonly held myth that 
all chickens are good for is laying eggs and 
scratching in the dirt. We are dealing with a 
chicken of uncommon skill And ability. For 
example, he can... 


Whilst this may seem to be an everyday 
ability for a chicken, Alfred has raised 
pecking to an artform - to watch this 
chicken peck Is to witness perfection. 
Lifelong students of Zen have been known 
to break down in tears at the sight. 


juisn^ 

Having raised himself to Olympian levels of 
fitness, Alfred can perform leaps that would 
put Superman to shame. By flapping his 
wings he can slow his rate of descent, 
allowing him to travel even further. 


The end of level present-grabbing dash. 










































































Don’t ask me about this bit - I’ve got no idea at all. 



A quick Game Boy break keeps Alfred’s spirits up. 



“Fly my friend, be free!” Alfred finishes a level. 



Several of the levels Alfred must 
traverse in his quest are flooded. 
It’s lucky, then, that he always 
keeps his diving gear handy and 
that, despite the fact that 
chickens are not usually 
renowned for their swimming 
ability, he’s qualified to use it. 


It’s a little known fact that NASA 
were the first people to recognise 
chicken’s potential in space. 
Everybody’s heard about the 
monkeys and dogs that were sent 
into orbit, but it was in fact Alfred 


Alfred’s game is a weird, wacky, 
fun and addictive mix of platforms, 
shooting and puzzles. The baddies 
are silly, the levels are huge and 
varied, the graphics are colourful 
and the whole thing is very 
playable indeed. Go 
buy Alfred - it’s 
much better 

than any ^ 

other game 
that stars a ml 
chicken. ml 








Out: November 
Price: £24.99 
Publisher: 
Mindscape 
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these missions, and he hasn’t 
forgotten his training. 


An evil Meka Chicken boss gets what he deserves. 

and it plays very well Indeed. Alfred himself is 
easily controllable, the difficulty level increases 
at a decent rate and the puzzles get trickier and 
trickier. Best of all, It’s just plain fun to play. 

In fact, the only reservations are the lack of 
continues or passwords. Even though it’s 
possible to get a lot of extra lives, it’s still a tad 
frustrating when you lose your last one only a 
little further than you reached in the last game, 
and have to start all over again. Still, once you’ve 
got the hang of them, they don’t take that long to 
get through, and that’s the only real problem 
with an otherwise smart game. Go buy it now, 
and do your bit for chickens. B 




Alfred is the only living chicken to have 
mastered this dangerous and demanding 
technique. After years of practise and 
strenuous beak-building he can flip 
downwards in mid-leap and dive at his 
enemies. Impaling them where they stand. 
Remeber this is a very dangerous trick, so 
don’t try it at home. 


Alfred never wastes a minute of his time. If you 
should be so heartless and uncaring as to 
leave him standing around unattended, he’ll 
simply whip out his specially made chicken- 
sized Game Boy, and play away. His high 
score at Tetris currently stands at 
87,578,830,900,000, but then Alfred is no 
ordinary player. 


Bombs falling asleep on duty - you can’t 
get the staff these days. 


aa 


and nastiness, retrieve the eggs and return them 
to their rightful owners unharmed? Or 
something? 

Of course he can, for he is no ordinary red and 
yellow figure. No, here stands a red and yellow 
figure of extraordinary heroism, a red and yellow 
figure who laughs in the face of death, and 
merely chuckles at unbeatable odds. A red and 
yellow figure who is the last hope of 
chickenkind. Here 
stands Alfred. Alfred 
Chicken. 

In his quest to save 
the stolen eggs, Alfred 
must make his way 
through level after level 
of platformy 
strangeness, and fight 
the various bosses he 
discovers along the way, 
each one of which holds one of the stolen eggs. 
To finish a level Alfred must collect all the 
diamonds that hang suspended all over the 
place (just how they hang there is never 
explained) and free every balloon he finds. This 
done he grabs hold of the last balloon as it races 
skyward and is lifted out of the level into a 
vertically-scrolling bonus stage. Here he must 
collect as many presents as possible, before 


finally reaching the smiling sunflower that 
controls the teleport chamber that transports 
Alfred to the nest level. I told you it was strange. 
And it’s good, too. 

The graphics are colourful and well animated, 
and even though Alfred is small, he’s perfectly 
formed, whether flapping his stubby wings or 
spiralling down on a hapless baddie. The levels 
are varied and well drawn, and both these and 
the patrolling nasties 
are weird and wacky - 
clockwork mice, spiky 
snails and motorised 
whales all make an 
appearance. Most 
impressive of all, there 
isn’t even a hint of 
flicker - the graphics 
are rock solid all the 
way through. The 
sound is, well, it is the NES after all, so you can 
probably imagine what the sound’s like. Having 
said that, the tunes are quite jolly, and the 
effects aren’t too bad. 

Where Alfred succeeds most, though, is In it’s 
slightly off the wall combination of platform, 
shoot ’em-up and puzzle game elements, which 
the style of the graphics merely complements. 
You quickly find yourself absorbed in the game. 


...before finally reaching 
the smiling sunflower 
that controls the 
teleport chamber that 
transports Alfred to the 
next level. I told you it 
was strange. 99 












































Life on the ocean waves is rather risky in the world of 
Super Conflict... 
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The mighty capitalist M48 Chaparral fires and 
another commie swine bites the dust. Sigh. 




Super Conflict is huge in size, fuii 
of potentiai and has some neat 
sound effects. Unfortunatiey 
mediocre graphics, pooriy thought 
out gamepiay and an idiotic 
computer opponent make this a 
sadiy flawed attempt 
to bring the 
wargame to the 

SNES. Well, I ^ 

thought it 
was sad, M 

anyway. S 


Out: December 
Price: £tba 
Publisher: 

Vic Tokai 


When someone finally got 
around to releasing a 
snorey wargame for the 
SNES, we at Game Zone 
realised that, just maybe, 
Andy Butcher does have 
his uses... cannon fodder. 
So get out those fatigues 
and roll those dice. 

L ike most people, there are some types 
of game that I like more than others. 
Cutesy platform games, for example, 
make me nauseous, whereas the 
slightest mention of a good strategy 
game or rpg makes me break out in cold sweat 
with anticipation (You 
didn’t mention this at the 
interview. Ed.). Now for 
some reason that I can’t 
fathom most people seem 
to find these kind of 
games dull and boring in 
the extreme. Don’t ask 
me why - maybe they’re 
just weird or something. 

(Let’s re-negotiate that 
contract shall we, weirdo? Ed.). So Super 
Conflict, as a strategic wargame, seemed set to 
receive a rave review, full of gushing praise and 
words like ‘wondefful’, ‘smart’ and ‘collateral 
civillian casualities’. Unfortunately, it’s not going 
to get one, because it’s not very good. 

the game 

Super Conflict is a wargame in which two armies 
do what they’re designed to do (fight), with the 
winner being the one that destroys the 
opponent’s ‘flag tank’ - sort of like the King in 
Chess. In the one-player game you control the 
Blue forces (read ‘American’) while the SNES 
commands the Red army (read ‘Russian’) over 
55 levels and five progressive difficulty levels, 
each of which introduces new units, larger maps 
and bigger battles. The two-player game offers a 
choice of 16 levels, each of varying size and 
complexity. It’s up to you which player controls 
the Blue capitalist pigs or the Red commie 
swine. Which is slightly out of date, but still kind 
of fun. 

Played in alternating turns, each of your units 
can move, attack, or move and then attack, or 
even attack and then move. Alternatively it can 
be left to sit where it is. Units are rated in various 
areas - how far they move, how much damage 
they can take, the strengths of their weapons 
and so on. 

There are airports, cities and ports which can 
repair damaged units, and on the later levels 
factories are introduced which can build new 
units using production points earned from 
destroying enemy units and occupying cities. I 
mean, how could anybody find such stuff dull? 


Even more excitingly battles can be fought in 
two ways. The simplest involves selecting the 
attacking unit and its target, then letting the 
game determine the outcome, in terms of both 
units losing a certain amount of strength. 

Alternatively you can choose to have a limited 
amount of tactical control by selecting the ‘Long’ 
combat option. In this case each battle lasts for 
four ‘rounds’, and you decide on your unit’s 
tactics for each round - attack, defend or retreat. 

You can also choose which weapon your unit 
uses - most units have one ‘special’ weapon 
with limited ammunition (a fighter plane’s 
missiles, for example) and a normal weapon 
which has unlimited ammo but less power (the 
fighter’s cannon). 

Thrilling huh? Well I know it sounds a little dry, 
but when you smell the napalm in the morning... 

achtung 

Super Conflict suffers in two areas, actually It 
suffers in many areas but it suffers massively in 
these two. The first is the ratings of the units. 

The differences between each unit and the next 
stronger one of a similar type are too great, the 
game Ignores the effect of being out-numbered, 
and the strength of units of the same type is too 
evenly matched. 

You can’t gang up two or three weak tanks 
against a good tank and destroy it - the weaker 
tanks take a right kicking while the good tank 
emerges virtually unharmed. And if you put one 
good tank against another they do so little 
damage to each other that it’s a stand-off. This 
‘balance’ means that 


It’s up to you which 
player controls the 
Blue capitalist pigs 
or the Red commie 
swine. Which is slightly 
out of date, but still 
kind of fun. ” 


your options are very 
limited, and weak units 
are worse than 
useless. Also, there are 
no units with ranged 
weapons - all attacking 
units have to be 
adjacent to their 
targets. This means 
that the game contains 
no artillery, which is not a good thing, and also 
that certain units are far weaker than they should 
be (surface to air missile units for one -- they 
could do with being able to blast bombers out of 
the sky from a distance). Secondly and perhaps 
far more importantly, the computer opponent’s 
tactical grasp is on a par with the likes of Custer, 
Haig and Westmorland. 

The SNES continuously makes poor or random 
moves. It attacks units that it can barely damage, 
it targets weak units instead of trying to knacker 
your stronger ones, it positions units so that you 
can move in on your turn and destroy them, it 
makes suicidal moves with weak units, and 
worst of all, it seems to insist on charging In with 
its flag tank, just asking for you to destroy it. 

Admittedly some of the later levels get quite 
tough, but this has much more to do with the 
SNES having better starting forces and the 
already mentioned problems with play balance 
than with any skill on its behalf. 

oh what a lovely war 

Super Conflict is a game that In two-player mode 
is moderately playable, but suffers from badly 
balanced unit ratings, and in one-player mode 
rapidly becomes a matter of just going through 
the motions. 

There’s rarely much tension, as you know the 
SNES isn’t going to pull some amazing moves 
out of its hat, and Is much more likely to do 
something mind-numbingly silly or pointless. 

It all ends up coming down to patience and 
sheer boredom tolerance - not what you’d class 
as a thrilling way to spend you money or your 
precious time. II 
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IF ANYONE CAN TELL YOU, 
IT MUST BE THOSE GUYS AT 
THE OFFICIAL 



AVAILABLE EVERY MONTH 
AT A SMEG-MERCHANT 
NEAR YOU! 


The Smegazine is full of all the 
latest news, interviews, reviews 
and anything else you can think 
of ending with the letters 'ews', 
along with the best in original 
comic strips, pin-ups and even a 
fantastic free Starbug Keyring 
with issue 7 on sale now, all for 
£1.60-IT'S ASMEGGING 
BARGAIN AND NO MISTAKE! 



When driving his 1S70 Vauxheli Viva, 
Rupert SUwa fancies himself as a 
bit of a boy racer. With this in mind 
we allowed him to review Nigel 
Manseirs World Championship. 


N igel Mansell is a hero to millions. He’s 
the best. He’s the tops. His “third 
eyebrow’’ (moustache) is more famous 
than the Isle of Sheppey. And now, 
thanks to the guys at Gremlin, you can 
actually be Our Nige. Sort of. 

Nigel Mansell’s World Championship lets you 



16 of the world’s most famous circuits. Your 
challenge is to beat the best of the rest to 
become the Formula One World 
Champion. There are no namby-pamby 
Indycars in this game. This is the real 
thing. It’s almost as hard as The Luton 
Posse. And they’re well hard. 


Nige says “Well 
despite being in the 
lead by some five 
hours and that no- 
one else actually 
racing at the time it 


wasn’t as easy a 
victory as it 
seemed’’. He iooks 



away, drained and 
exhausted. “But I’m 
really happy to be 
have won the the 
Asda Car Park 
Tolley 500.’’ 



“So how do you feel 
About being the 
Indy Car Champ 
Nige?’’ “Well I’m 
really excited, but 
the race wasn’t as 
easy as it looked. I 
may have been five 
hours ahead... ” 

































Monaco 
Grand Prix 
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Why are we racing around a V2 rocket-site? 


The iights change and he does a ‘Hiii’ start. 


I’m the man who crashed the car at Monte Cario. 




moustache 

There are many words that could be used to 
describe this game, one of which is “splendid”. 
Another might be “smart”, and a third “great”. In 
fact. I’d even go so far as to say that it’s the best 
racer yet seen on the 
Game Boy. Comparing 
Nigel Mansell’s World 
Championship to the likes 
of Chase HQ or Ferrari F1 
is like comparing a Jaguar 
XJ220 to an invalid chair. 

The first thing to note 
about Nigel Mansell is the 
sheer multitude of options 
available to you. You can 
choose to take driving lessons with the Pass-U- 
Quik School of Motoring, or to race a single 
circuit of your choice, or even to watch Nigel in 
action to see how it’s really done. Once you’re 


ready to race, you’ll be given the opportunity to 
tune-up your motor, and to attempt a qualifying 
lap. The only feature that’s really missing from 
the game is the option to go head-to-head 
against a friend via a link-up lead. 

droning 
voice 

When I first ventured 
out onto the track, I 
was immediately 
struck by the game’s 
high level of realism. 
Although the action’s 
confined to only half 
of the screen, the trackside objects and 
opponent cars are all correctly scaled and nicely 
detailed, as is the cockpit of Nige’s car. The 
attention to detail is such that the two wing 
mirrors on either side of the 
cockpit do actually work. It’s quite 
astounding for the Game Boy. 

The speed of the graphics in 
motion is also impressive, 
particularly when large objects 
such as overhead signs and 
tunnels come into view. The 
gameplay is of an equally high 
standard to the graphics, with 
intelligent opponent cars and a 
requirement to make effective use 
of the brakes. The sound of 
roaring engines is very 
atmospheric, wrapping up what is 
truly a top-class product. 


There are many words 
that could be used to 
describe this game, 
one of which is 
^‘splendid”. Another 
might be *‘smart”, and a 
third “great”. 99 



What kind of course do you call that we’ll crash. 



The best a ’Boy can get (in terms 
of racing games that is). It’s 
quicker than a very quick thing, 
the controls crispier than cod in 
batter and the engine roars like a 
hungry iion (Erm, calm down young 
man. Ed.). Nige realiy 
is the equivaient 
of a Williams 
Renault - it 
ieaves the 
others for M 

dead. M 


Out: October 
Price: £25.99 
Publisher: 
Nintendo 


Fortunately 6th is my lucky position. 




















































Battleship 

h 3 h 3 hs ha ha ha ha ha ha ha ha ha,” 
chuckles Jonathan Nash in a ccmpletely 


non-maritime manner. 

W hile I was chatting to my friend 
Nicholas earlier today the 
conversation turned to the world 
of the strange and mysterious. I 
proposed that the strangest and 
most mysterious and least explicable event in 
the whole of history was, of course, George 
Formby. Nicholas thought for a moment. 

“No, you’re quite wrong,” he announced. “The 
strangest and most mysterious and least 
explicable event in 
the whole of history is 
the overnight 
disappearance of a 
120 foot high crane 
from the new branch 
of Primark building 
site in Cirencester on 
August 23rd 1983.” 

The fool had 
destroyed one of my best ever feed lines, and I 
left the theatre lobby with as much dignity as I 
could muster. 

cattleship, more like 

Some things were just not meant to be. King 
Kong and Fay Wray, for example. The Third 
Reich. Stylophones. But when all is said and 
done, nothing is quite as stupendously useless 
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The game in action, except it’s not action. Or a game. 



as a conversion of Battleship for the Game Boy. 

Battleship takes its place alongside Rude 
Hengman as the eternal unsupervised maths 
lesson game. It doesn’t work as a computer 
game.This conversion has chucked in extra 
weapons, but there’s nothing here that can’t be 
achieved with two leaky pens, two bits of paper 
and a close friend. 

I mean, come on, about sixty years ago the 
Speccy had a version with tiny arcade 

sequences where you 
had to shoot down your 
opponent’s bombers, and 
the publishers of that 
were so embarrassed 
they never released it at 
full price. And the Game 
Boy one doesn’t even 
have the arcade 
sequences. Oh dear. 

battlecrap, more like 

Nonononono...get a grip! (Deep breath.) Hello 
readers. (Bright smile.) Here’s Battleship for the 
Game Boy. Let’s see what it’s like, shall we? 
Well, there’s a grid, and you place your ships, 
and then you pick a square and then there’s an 
animation of a missile zooming over the sea and 
hitting (or missing) a ship. Then the Game Boy 
fires at your ships and then you do it again until 
one of you wins. 

You can use extra weapons, and there are 
passwords and everything and stuff like that an’ 
all. And it’s completely pointless. Damn. (Deep 
breath.) The graphics are, er, er, clear, and 
there’s a military tune and some whistles of 
approaching bombs. And if you buy a second 
copy of the game you can play against one of 
your friends. And it will still be completely 
pointless. Damn. 

Both opponents can bomb the same square 
twice. You can’t skip the animations. If you lose, 
you don’t get to see where the Game Boy’s 
ships were. It spells the word ‘enemy’s’ 
‘enemies’. There’s an option to see where your 
own ships are when you’re bombing your 
opponent. And most ridiculously of all, when you 
use the radar, it doesn’t log the squares it’s 
examined on the map, so you have to remember 
them or mark them on a bit of paper. 

battleover, more like 

Let’s face it. The fun of Battleship (the maths 
lesson game) was psyching out your opponent 
with elaborate mind games. Were they the kind 
of person who stuck to the corners? Did they 
bunch their ships? When you called out a 
square, did they answer immediately? (Because 
that meant they had no ships in that general 
area.).lt was all fabulously complex. 

Whereas the Game Boy plays entirely at 
random. But - a-ha! - you can employ a second 
human player with the Game Link. Blimey. 
Almost like playing with bits of paper, eh? ■ 


I proposed that the 
most mysterious and 
least explicable event in 
the whole of history 
was, of course, 

George Formby. ” 


extra bits 

radar 

This handy device scans a 
block of four squares and tells 
you If there’s anything there by 
beeping plaintively. 

U '-1 dual missile 

This cheeky warhead lets you 
blow up two separate squares 
in one go. 

triple missile 

This scampish rogue allows 
you to destroy three separate 
squares In one go. 

harpoon 

This chubby fellow totals five 
squares In an ‘X’ formation. 


jonty mark 4 

This clever devil tells you what 
the special weapons are in 
Game Boy Battleship so you 
can Incorporate them into your paper-based 
games and save £25. 
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It’s Mr Sonar. Say hello to Mr Sonar, everybody. 



No, look. It’s dreadful. Remember 
that bit of paper you used to mark 
the squares scanned by the radar? 
Why not just take that bit of paper 
and play Battleship in the time- 
honoured fashion, eh? Or, to put it 
more directly, don’t 
ever ever ever 
ever ever ever 
ever ever ever 
buy this, 
even under 
duress. 


Out: Now 
Price: £25.99 
Publisher: 

Mindscape 


It’s a hit! Basically. 



























































































SUPER NES TOP GAMES 


20/20 SUPER BASEBALL 

12M 

USA 

£47.95 

30 SOCCER 



CALL 

ACTRAISER 2 



CALL 

AERO ACROBAT 



CALL 

ALADDIN 


USA 

CaLL 

ALIEN 3 

8M 

£42.95 

ART OF FIGHTING 


USA 

CALL 

BATTLEMANIACS 

8M 

£45.95 

BEAUTY AND THE BEAST 



CALL 

CD BASEBALL (INC. DSP CHIP) 

CD Fll FINAL STRETCH 



CALL 

CALL 

CLIFFHANGER 



CALL 

CHUCK ROCK II 



CALL 

CLAY FIGHTERS 



CALL 

COOL SPOT 



CALL 

DARIUS FORCE 


USA 

CALL 

E.V.O 

12M-hB&B 

£52.95 

EMPIRE STRIKES BACK 



CALL 

EQUINOX 



CALL 

FATAL FURY II 



CALL 

FINAL FIGHT 2 

10M 

JAP 

£35.95 

FLASHBACK 


JAP 

CALL 

J. LEAGUE; PRIME GOAL 

8M 

£54.95 

JURASSIC PARK 


USA 

CALL 

LOST VIKINGS 

8M 

£44.95 

MACROSS 



CALL 

MARIO &WARI0 +MOUSE 


UK 

CALL 

MORTAL KOMBAT 

16M 

£51.95 

MYSTICAL NINJA 2 


USA 

CALL 

NIGEL MANSELL F-1 

8M 

£45.95 

PLOK 



CALL 

POCKY & ROCKY 

8M 

USA 

£44.95 

ROCK N ROLL RACING 



CALL 

SENGOKU 



CALL 

SHADOW RUN 

8M-I-B&B 

USA 

£49.95 

SILLY punv 



(/ALL 

STRIKER 

8M 

UK 

£39.95 

STREETFIGHTER 2 TURBO 

20M 

USA/JAP 

£58.95 

SUPER AIR DIVER 

4M-^DSP 

JAP 

£54.95 

SUPER BOHBERMAN 

8M 

JAP 

£57.95 

SUPER MARIO ALL STARS 

I6M 

JPA/USA 

£47.95 

SUPER OFF ROAD BAJA 



CALL 

SUPER TURRICAN 

4M 

USA 

£39.95 

SUPER WIDGET 



CALL 

T2JUDGEMENT DAY 



CALL 

TAZ-MANIA 

8M 

USA 

£44.95 

TMNT: TOURNAMENT FIGHTERS 



CALL 

WORLD HEROES 

t6M 

JAP 

£61.95 

WORLD SOCCER 



CALL 

WWF2: ROYAL RUMBLE 

I6M 

USA 

£49.95 

ZOKU: LEGEND OF BISHIN 



CALL 

ZOMBIES ATE MY NEIGHBOURS 



CALL 

PRE-PLAYED GAMES 


ALIENS 3 



£34.50 

BOMBERMAN 



£45.50 

FATAL FURY 



£29.50 

MARIO ALLSTARS 



£45.50 

MORTAL KOMBAT 



£39.50 

ROYAL RUMBLE 



£39.50 

STAR WARS 



£29.50 

SFII TURBO 



£45.50 

STRIKER 



£34.50 

TINY TOONS 



£34.50 

WORLD HEROES 

ETC... 



£45.50 

CONVERTORS 


WINGS UNIVERSAL (SNES) 
CDX-PRO CONVERTOR (MEGA CD) 



£14.95 

£35.95 

PRO ACTION REPLAY (MEGA/SNES) 


£35.95 

MASTER GEAR CONVERTOR 



£14.95 

TURBO GRAFIX-PC ENGINE CONVERTOR 


£17.95 
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THE GAMES CONSOLE 
SPECIALIST! 

3A TALZA WAY, VICTORIA 
CIRCUS SHOPPING CENTRE, 
SOUTHEND-ON-SEA 
ESSEX SS2 5BG 

MAIL ORDER TEL: 
0702 603800 

SHOP NUMBER 0702 603215 

WE HAVE MANY MORE GAMES & 
ACCESSORIES, PLEASE CALL IF YOU 
DON'T SEE WHAT YOU'RE 
LOOKING FOR! 

OTHER FORMATS AVAILABLE: 
NEO GEO, PC ENGINE, MEGA 
DRIVE, GAME GEAR, 
GAMEBOV 


ADVANCE ORDERS TAKEN ON ALL 
NEW GAMES AND 3DO 


PLEASE ADD £1.50 DELIVERY FOR POST & 
PACKING PER ITEM. 

(1ST CLASS RECORDED DELIVERY) 

SHOP PRICES MAY VARY. 

PRICES SUBJECT TO CHANGE WITHOUT NOTICE 



PART EXCHANGE WELCOME 


36.95 

41.95 
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Super Probotector 
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41.95 
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STAR WARS 
STARWING 
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SUPER JAMES POND 
SUPER OFF ROAD 
SUPER PANG 
SUPER PROBOTECTOR 
SUPER SOCCER 
SUPER SWIV 
SUPER TENNIS 
TECMO NBA BASKETBALL 
TERMINATOR 
TINY TOON ADVENTURE 
TOP GEAR 
TURTLES 4 
UN SQUADRON 
WING COMMANDER 
WWF WRESTLEMANIA 
ZELDA 



ACCESSORIES 


GAME COMMANDER JOYPAD £14.95 

COMPETITION PRO JOYPAD £16.96 

SAITEK JOYPAD £12.95 

SN PROPAD (CLEAR) £14.95 

INVADER 2 JOYPAD £14.95 

MAVERIK 2B JOYSTICK £14.95 

MEGAMASTER JOYSTICK £27.96 

UK - USA/JAP CONVERTER 
(STARFOX COMPATIBLE) £9.95 

SNES DUST COVER £3.50 

SUPER ADVANTAGE JOYSTICK £44.96 

SNES ACTION REPLAY £42.95 

USA SNES TO SCART CABLE £12.95 

UK SNES TO SCART CABLE £12.95 

UK SNES TO HI FI CABLE £12.95 
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jupassic 


ue titles. Thad Dashing as the hero, 
Una Slim as a feisty female reviewer 
and Sir Wrexham Beard as Richard 
Attenborough are being whisked to 
Jurassic Park Review island in a 
highly expensive helicopter. 

Thad: Thanks for inviting us to look over the 
review with you, Dickie. 

Richard: Well, you see, I want the public to 
know how in-depth and comprehensive it Is. 
Una: When was the review started, Dickie? 


In an exciting move sure to benefit both 
parties the rights to Jonathan Nashua 
review have been bought up by Mr Midas 
Steven Spielberg and fiimed as a major 
motion picture. 
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Sr i Triceratop«, eh? They’re a problem, aren’t they, readers? 
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Eaten by the tyrannosaur. An ignominious fate at best. 
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A most pleasant row down the actually. 
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It’s got problems. It’s got very 
frustrating, absurd problems. 
However the gameplay is so soiidiy 
enjoyabie, these probiems don’t 
matter as much as they shouid. 
Jurassic Park iooks good, sounds 
good, piays weii and 
there’s a great 
deal to it. But 
be aware of 
those snags, /m 
Be very jm 

aware. ■ 


Out: October 
Price: £29.99 
Publisher: Ocean 


Una: No, that’s a 
fishpaste sandwich. 


As a bit of light-hearted relief from the game, 

Jurassic Park has a comedy two-player 

mode. It’s the one- 

player game, except 

every other life you 

get a message saying 

‘Player Two’. Those 

talented writers of 

^Allo ’Alio couldn’t 

have done better. 

lt’» ttre two-piayer mode 

in action. Grab a second M 

player for the full anu ^ 
fulfitttng exDerience. 
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Richard: Carbon techniques have dated the 
review at around three to four days old. Our 
scientists have managed to extract its DNA from 
an insect trapped in the grammar, and have 
recreated the review faithfully for the park. 

Now we’d better buckle up - I see we're 
coming in to land. 

(Hugely spectacular shot of helicopter landing 
on island. The pilot jumps out and opens the 
door for the stars.). 

Pilot (played by Arnold Schwarzenegger at the 
cost of $15 million): Have a nice day. 

Richard: Silence, minion. Ah, here it is. (He 
gestures towards an enclosure filled with potted 
plants. As the stars look on, they rustle 
impressively and suspensefully, parting to reveal 
the review.). 

Review: Jurassic Park on the NES, eh? What a 
surprisingly good game. 

Thad: Good Lord. 

Una: It’s incredible. 

Richard: Feel free to ask your questions, friends. 


Una: Why is the game a surprise, review? 
Review: Well, for a start: the storyline develops 
in a logical fashion - you rescue people; then 
restore power to the complex; then boot up the 
computers; then destroy the raptor nests, 
prevent the surviving animals from reaching the 
mainland; radio for help and escape - and it 
really helps the levels hang together. 

You get the impression you’re playing towards 
a single definable goal rather than hacking away 
at a lot of unconnected sub-games. 

Richard: Yes, in fact we’ve recreated the 
storyline in this heavily secured enclosure over 
here. Tell me, minion, does this storyline hang 
together well or what? 

Storyline attendant (played by Frankie 
Howerd): Oooooooooooooh yes, it’s well hung 
and no mistake missus... erm, titter ye not. 
Review: Excuse me, I hadn’t finished. The main 
part of the game is a maze affair presented in 
this top-down style, with you pegging It around 
the place and collecting eggs. Once you've 
picked them all up, you get a security card 
enabling you to enter the buildings or access the 
main computer. But there are a few different bits 
to break up the gameplay, such as paddling 
down the river or shooting a rampaging 
tyrannosaur in the 


The eminent Poppy’s suspicions 
were first aroused by the large 
bushes and guttural roaring 
emerging from the Twitleys’ newly¬ 
redecorated lounge. 


And here we are on level three > Restore 
Computer Power. It’s a bit tricky by this point, 
what with various unsociable dinosaurs nipping 
out from the shrubbery at the most inconvenient 
moments, so we thought you might appreciate 
this useful map. Of course, it also proves we’re 
really nifty with the old joypad to have got this 
far on demand, but that’s just an added bonus. 


head. As you do. 

(Agonised silence.). 

Review: That was a 
joke, by the way. 

(Another chunk of 
agonised silence.). 

Richard: So sorry, I 

should have mentioned we’ve extracted the 
sense of humour for our Exhibition of the 
Strange and Not Terribly Funny. 

Review: You complete bast. 

Una: Let’s get down to business. I’ve been 
playing the game, and I’d like to see if your 
criticisms tally with mine. I found the controls 
very clumsy. 

Let’s say you’re being chased by a raptor. You 
want to stop dead, whirl on the spot and blast It 
without running back into it. So you naturally 
give the control pad a light tap to turn around. 
But the game insists on rotating you through the 
diagonals, and you end up firing in 
exactly the wrong direction. 

Also, when you’re inside a 
building and you’ve killed all the 
dinosaurs in a room in order to 
access the computer consoles in 
peace, when you log off the 
console the game puts all the 
dinosaurs back in the room again. 

So you can get instantly eaten 
through no fault of your own. And, 
horribly, an integral part of the 
gameplay is the mystery boxes that 
may yield extra energy, but then 
again may blow up on you. 

The same boxes do the same 
thing each time, but obviously you’ve no idea 
which box does what until you open them in the 
first place. And that lends an enormously 
unfriendly element of chance to the game. Get 
me the designer’s head on a plate. 

Thad: Here you are. 

Una: No, that’s a selection of fishpaste 
sandwiches. 

Review: Nng. Nng. Yes, I agree with your 
comments. But I think that the game is playable 
enough to be fun despite those amazingly stupid 
problems. There’s a lot to it, and the end-of-level 
sequences are a nice change, despite being 
markedly tougher than the rest of the game. I 
certainly kept on playing even after being killed 
by the condemnably unfair faults. 

Una: Presentation? 

Review: Thanks, I don’t mind if I do. 


Oooooooooooooh yes, 
it’s well hung and no 
mistake missus... erm, 
titter ye not.” 


Review: Ha, what an 

almost not depressingly poor misunderstanding. 
On the whole, Jurassic Park is a fine looking 
game, despite a terrible intro which proudly 
displays a tyrannosaur that looks like a beagle. 
And the sound is very funky indeed, with new 
tunes for each level. So, yes. I’m fairly thrilled by 
the presentation. Actually, would you mind 
letting me out of the 


enclosure for a 
moment? I’d like to 
check something that 
happens on level four of 
the game. 

Richard: Of course. (He 
trustingly but foolishly 

opens the gates.). 

Review: Ha! Free at last. Die under the trampling 
claws of bitter prose. You’re in trouble now. 
Thad: Trouble is my business. 

Una: No, that’s costermongery. (She bundles 
Thad out of the way and, in a bank-knackeringly 
expensive finale, destroys the review with a 
tactical thermonuclear weapon and some 
strategy an’ that). 

Review (With final breath): You may kill me, but 
you’ll never silence my praises for the game. 
Never mind the problems, it’s tap-dancingly 
good fun to play. Aaarghh. (Dies.). 

Thad: Blimey. That tactical thermonuclear 
weapon made short work of the monster. 
Richard (sagely): No, Thad. You see, it was 
beauty that killed the beast. 

Una: No, it was my tactical thermonuclear 
weapon actually. 

(They fly off into a very expensive sunset.).. II 






































































As a kid I thought of Captain 
America as a god. But now that I’m 
all growed up this Captain America 
game holds about as much magic 
as The Paul Daniels Christmas 
Special. This is the 1990’s; we 
do not need duff 
pics, dire sound 
and revisionist 
right wing 
politcs - so 
just say no. jm 


Out: Out Now 
Price: £49.99 
Publisher: 
Mindscape 


Captain America, in which 
men in tights attempt to 
do something rather good 
which wiii stop somebody 
eise doing something bad, 
is just the kind of game 
we aiways save for 
Patrick McCarthy. Why? 
Because we iove him. 


o 


Take that foul good-dooer (!?!)” 


uperheroes. We adore them here at 
Geez Acres. Not a day goes by 
without one of us dashing about the 
office in a poorly-appointed spandex 
suit, shouting out carefully-rehearsed 
“impromptu” badinage while belabouring local 
reprobates with 
reinforced plastic 
baseball bats. And 
when we’re not 
dressing up as 
superheroes, we’re 
reading about them, 

thrilling hourly to the exploits of “Captain 
Gibbon, Avenger With The Poor Table Manners,” 
“Mr Ramsbottom, Masked Milkman Of Doom,” 
and “The Pink Wibbly Thing, The Thing Who 
(strangely enough) Wibbles Pinkly.” 

Naturally, the arrival of this comic book-based 
game (Oooh!) on the SNES (Eeee!) caused a 


The Pink Wibbly Thing, 
The Thing Who 
(strangely enough) 
Wibbles Pinkly ” 


the 1993 miss lycra competition 


man in a white suit 

Wears white, normally the exclusive provence 
of the seventies dance king or the dead, 
because he likes to spend a lot of time in 
laundries. He’s 6’3”, weighs SOOIbs and has 
the kind of child-bearing hips that would put 
Kelly Le Brock to shame. 

man in a tea urn 

This walking raspberry spends his days in a 
suit of armour after pulling a hamstring during 
a game of badminton in 1948. If he wins Miss 
Lycra (which he won’t in that outfit) he’d like to 
blow the money on an all-night Brasso binge. 


man with a frisbee 

Trained to be tough in WWII, he’s too old to be 
playing with frisbees, let alone saving America. 
Operations in which his failing eyesight led him 
to mistakenly demolish UN buildings have 
been called “a complete success.” 

man with pointy eyes 

Sees winning the competition as a chance to 
enter the lucrative cider advertisement market, 
but lost some vital points during the important 
swimsuit stage after being foung guilty of 
moistening the rubber suckers on his arrows in 
an unhygienic manner. 


great deal of excitement. The office was a sea of 
lycra. So what’s it like? (Don’t look at the screen- 
shots just yet, it’ll spoil it.). Weellll, every now 
and then there comes a game so outstanding in 
concept, design and execution, so far-reaching 
in Its implications, that it threatens to redefine 
the very nature of what 
we consider to be 
computer entertainment. 
Then there are games 
like Captain America. 

It’s easily the worst SNES 
game I’ve seen for some 
time. Oh, hang on, you’ll want the plot, won’t 
you? You play the part of a small, scarcely- 
discernible figure who’s a different colour to 
everyone else on screen, er...that’s it. 

the thiot pickens 

In-game graphics would be rather disappointing 
on an NES, and seem to have been heavily- 
influenced by the influential, neo-classicist 
“two-frames-of-animation-per-day” film school. 

Matters are made worse by the appalling 
collision detection, which enables all the 
characters to wander freely in, out and through 
each others’ bodies (although, thankfully, not in 
a way Mary Whitehouse would find offensive). To 
top It off the background graphics have all the 
atmosphere of an episode of Emmerdale. IS 




























Erm, the clouds look good. And the 
full-throttle fisticuffs are fun for a 
while, I suppose. Road Rash, 
however, is a definite case of 
ambition exceeding achievement. 
There’s too much left to luck, and 
not enough under the 
player’s control. 

Meaning that 
it’s about as 
racy as a M 
Grifter. With m 
stabilisers. * 
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Out: October 
Price: £25 
Publisher: Ocean 


Despite asking him not to, motorbike enthusiast Calum 
Gilhooley gave Road Rash a full workout. 




Calum takes a pop at once-famous MC Hammer, whose 
bicycle-clipped pantaloons are now a source of ridicule. 


light chassis models, able to weave and wend 
through rapid corners; and large powerful 
machines like the Shuriken 1000, which flew like 
a bullet but steered like a yak. Here, the controls 
are sluggish and unresponsive regardless of 
what you’re riding, and it’s hard to tip the bike by 
turning too fast. Meaning that, apart from the 
increases in top speed, they’re practically all the 
same. Oh, and If you intend to thump anyone 
with that club, make sure you hit the button 
whilst still a good mile or so behind them. It 
should just have started swinging by the time 
you catch up. 

To be fair, I wasn’t expecting to find that a 
perfect version of Road Rash, in all its frilled and 
fulsome loveliness, would be achieved on the 
GB. I was right. But I was expecting a decent 
and playable game, worth the money being 
asked. I was wrong. ■ 
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Officer O’Leary has already taken his fair share of knocks Forgetting his bike and running 

and bruises, but he’s right. Just look at Lemmy. surprises nobody by coming 1 
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The leather, the chains, 
the Ace of Spades, the 
smell of gasoline and hot 
rubber, the chance of 
discussing gear ratios 
with the lovely Natasha - 
who could pass up such 
an opportunity? As an 
admirer of the original 
games on the Mega Drive, 
Trenton Webb looked 
forward to this with 
trepidation. 

S O I suppose it’s time for a confession. 
In reality. I’ve never sat astride 
anything more powerful than a 
Raleigh Grifter. Even so. Road Rash 
always took me back to those halcyon 
childhood summers of Slush Puppies, ska 
music. Space Dust, and rivalry with the local 
Chopper gang. 

How I laughed at their ludicrous toggled 
gearsticks and risibly 
long seats - the sad 
misguided fools! 

Whereupon they would 
beat me senseless with 
their bicycle pumps as 
they cruised effortlessly 
past on their faster 
machines, leaving me 
sprawled on the 
roadside whilst the pucketa-pucketa-pucketa of 
my still-spinning front wheel rang in my ears. 
(You’ve completely fabricated that entire story. 
You fibber - Ed.). In that painful Easy Rider 
moment I knew I would never race again. Unless 
somebody came up with a really slinky road- 
biking-&-violent-revenge game, that was. 

Ahem. To return to my point. Road Rash is 
more than just a biking game. You’re a 
competitor in an illegal race which. Cannonball 
Run-fashion, takes place on public highways 


across the USA and whose only rule is that 
anything goes. If a rival tries to overtake you, 
then you smash them in the face. Unless it's 
Natasha, of course, in which case the game 
makes dodgy suggestions that you might get a 
snog out of her when this is all over. 

If a highway patrolman pulls alongside and 
gestures you to stop, you knock him off his bike 
with a large club and shoot off (and if you ask 
me, Erik Estrada always had it coming). Have no 
doubts, there’s no place for the Marquis of 
Queensbury in this game. 

leader of the pack 

The cash you win in each heat allows you to buy 
bigger and raunchier bikes, improving your 
chances of success as the races get tougher 
and your fellow rashers (er, yes, that is the 
game’s unfortunate vernacular for your 
opponents) become more and more interested in 
painting the tarmac with you in the style of 
Jackson Pollock. 

Sadly, this rendition of the MD hit does the 
Game Boy no favours. Initially, the graphics look 
impressive, but they are quickly revealed as one 
of the shortcomings of the game. The road is 
quite small, but the 
sprite of your rider is 
so large in comparison 
that it obscures the 
view directly ahead of 
you. This was a slight 
problem on the 
original, but on the GB 
screen it’s ten times 
worse. Just when you 
think you’re doing well, an oncoming car looms 
up out of nowhere and ruins all your plans for 
that No Claims Bonus. With a couple of other 
bikers in front to contend with you might as well 
guess which way the road will turn. 

hell on two wheels 

Another feature which has failed to translate well 
is the handling of the bikes available to you. 
There was a world of difference between the 


...those halcyon 
childhood summers of 
Slush Puppies, ska 
music. Space Dust, and 
rivalry with the local 
Chopper gang.” 































What a lovable fellow Cosmic is, despite being the 
victim of a Boxing Helena»like amputatory incident. 


He’s Cosmic! He’s a 
Spacehead! He’s 
Jonathan Nashl Cosmic 
Spacehead. Yes. 


The Cosmic blob on this map screen 
really is terrifically well-animated. Really. 




The infamous rally car race section. Well, infamous-ish, 
anyway. Okay, not really famous in an innish way at all. 


H ave you ever wondered why the lyrics 
to Hanna-Barbera cartoons are so 
utterly dreadful? Take The Jetsons, for 
example. Witness the title song, 
performed by a struggling chorus and 
some madman on bongos and trumpet: ‘Meet 
George Jetson; his boy Elroy; daughter Judy; 
Jane, his wife.’ Yes. Where’s the rhyme, eh? The 
metre? The scansion? The musical qualities of 
any description? Notable by their absence, that’s 
where. And the reason for lyrics of such startling 
awfulness is that they were all written by the 
spouse of a massively powerful bod In the 
Hanna-Barbera 
organisation. So there 
you go. 

Anyway, the reason I 
mentioned The Jetsons 
is that it’s the show 
everybody is supposed 
pointedly not to mention 
when talking about 
Cosmic Spacehead. 

‘Don’t mention The 
JetsonsV hissed a diplomatic Geezer as the cart 
was handed over by Daniel Fubar, our thirty- 
eight year old postman who is married and has 
one daughter, Zoe. ‘The graphics are designed 
to look very much like the backgrounds of the TV 
show, and the Codies (That will be Codemasters, 
the people who brought us this game then will 
it? - Ed.) really don’t enjoy being reminded of the 
fact,’ added the mediatory Geezbioke, insisting 
on being present when I played the game to 
ensure I didn’t mention The Jetsons even In 
passing. And, lo, the cart loaded to reveal a set 
of ill-green and off-purple backgrounds in a style 
not so much evocative of The Jetsons' UPA- 
inspired sharply angular lines as just plain crap. 

character assassin 

Cosmic, dear Cosmic, has had his word 
doubted. Apparently the inhabitants of his home 
planet of, ha ha, Linoleum don’t believe he 


actually visited Earth for his hols. So he’s got to 
get back to Earth, take some photos and return 
with said evidence to quell the backbiting and 
rumour. How uplifting to have a sensible plot. 
None of this saving the universe nonsense. 
Cosmic Spacehead is personal. 

The game’s a point and clicker, with Cosmic 
leaping from location to location via a quick bit 
of platforming. Cheeringly, once you’ve 
completed each platform section you don’t have 
to do it again, as it’s only on these parts of the 
game that you can get killed. Otherwise, it’s a 
case of wandering around and trying out various 
combinations of actions 
and objects to solve the 
puzzles. Like, er, Dizzy. 
Yes, Cosmic Spacehead 
is Dizzy with a different 
control method. Uh-oh. 


gnash, 
dribble 

I know my Dizzy, me. When he first appeared on 
the Speccy, everybody said, ‘Hey! It’s sort of like 
the Wally Week games, but with an egg,’ and 
that was that. By the time you got to Dizzy 7, 
things were silly. Whereas the Wally series 
introduced new ideas with each game, like 
controlling multiple characters or vastly 
improving the presentation, D/zzyjust rolled 
along exactly the same as before. But you pure 
console bods won’t know anything of that. 
Cosmic Spacehead’s brand of puzzles, featuring 
the Codies’ trademark mixture of blinding 
obviousness, bad puns and inexplicable lapses 
in game logic, will be as fresh as morning dew to 
you. (But that still doesn’t excuse them). 

Let’s take a couple of examples and see how 
long it takes for the penny to drop. At three 
points, you’ll have to cross rivers. With one, you 
bung a rubber plug in a nearby bath. With the 
second, you use a surfboard. With the third, you 


‘Meet George Jetson; 
his boy Elroy; daughter 
Judy; Jane, his wife.’ 
Yes. Where’s the 
rhyme, eh? The metre? 
The scansion?99 




Cosmic goes to Defcon One, Charlton Athletic three 


What a victory for the boy from 
Syracuse. Linoleum. Yes. Actually, it’s 
not hard to vtrin, considering the other 
cars move completely randomly. Yes. 


The Two Ronnies, but called Cosmic. 





































Why don’t character in platform games ever 
catch on and Just hire small helicopters, eh? 


Don’t pay, Cosmic. Push him off the cliff. 
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DODCE V 


MELL I HAME A MEM LINE IN 
USED DRIVING LICENCES. ONE 
CAREFUL OMNER. LON MILEAGE. 


50 BUCKS? 


TO you 


SONNy 


drop in a bag of icing sugar, which freezes the 
river because it’s already very cold. (Clunk). 

Another example: after getting your passport 
from the post office containing a photo booth 
and some money, you’ll find your path blocked 
by a scary monster. Attempting to pass it drove 
me round the twist. I tried giving it money. I tried 
talking to it. I tried presenting it with the Cosmic 
Joke Book. No luck. Somebody who’d played 
the game before revealed the answer: you have 
to go to the racing circuit, talk to the attendant 
who won’t let you in but will give you a balloon 
as compensation, then give the balloon to the 
appallingly big monster who will float 
away. (Clonk). 

And a third: there’s a gate in one of the cities 
which only opens if you press and hold a button 
just too far away from it to be able to run through 
before It closes. However, If you use the 
teleporter to get to said city, a glitch in the 
system means that you gain a temporary clone. 
So it dawns on you to get Cosmic One to press 
and hold the button, have Cosmic Two dash 
through and press the corresponding button on 
the other side, then walk Cosmic One along to 
join him. But how to get Cosmic Two to obey 
your commands? You press the select button, 
that’s how. (Clang). 

Each of those puzzles is fine in itself provided 
the logic is followed through. If all the problems 
in the game were extremely silly, that balloon 
one wouldn’t seem so repulsive. Similarly, if 
Cosmic was an unadulterated exercise in lateral 
thinking, the clone puzzle would fit in nicely. But 
everything’s mixed up together, and it all gets 
very annoying. 

but, hurrah 

And yet - and yet - something new has been 
added. The tedious quirks of Diz and his band of 
happy forest folk have been obliterated in favour 
of Coz and his gang of abusive, distrustful basts. 

I had fun with Cosmic Spacehead. The point and 


click gameplay stops you from doing stupid 
things so there’s no fear of experimenting, and 
the platformy bits fit into the gameplay really, 
really well right up to the point where you lose all 
your lives and hence the game, whereupon they 
become weeping sores on the otherwise well- 
developed abdomen of humanity. Or something. 

It gets frustrating (having to define the type of 
puzzle before getting down to solving it is very 
frustrating), it gets downright irritating (get stuck 
on a platform bit and it’s all over bar the raging 
and screaming), but it never quite manages to be 
boring. A minor hit, something like The Beatles’ 
Love Me Do, although enormously less 
successful and with fewer peculiar haircuts. But 
that sort of thing. Or not. Whatever. II 






Comparing Cosmic Spacehead to 
Monkey Island is iike comparing a 
piece of paper with some 
piatforms drawn on it to Super 
Mario World, but it’s a friendiy 
iittie game that works weii within 
its iimitations. Niceiy 
integrated 
piatform 
sections as 
weii. But the 
odd puzzies 
reaiiy irk. 

Out: November 
Price: £30 
Publisher: 

Codemasters 



die, friend 

Cleverly hidden away on Cosmic 
Spacehead’s options screen under the 
devious title Two-player Splatrace Is a two- 
player maze game with guns. Sorry, custard 
pies. (But we know they’re guns.) There are 
loads of power-ups. Including go-faster 
stripes, double-shot guns and the ability to 
curve your shots around corners, and it’s 
very fab indeed. ‘Just like Star Control, only 

simpler!’ 
gushed 
Andy, and 
that’s an 
unsolicited 
opinion, 
meaning he 
told us 
anyway. 



splatrace in 
Qction. Choose 
battleground, 
then shoot a 
friend. Then 
realise you should 
be playing the 
main game for 
reviev? plirpoees. 

Then play 
Sp/atrpice again. 
fSred* £tf J 





The rather 
clever 

lightning bit. 
Wait for the 
flash to see 
where the 
platforms are. 
Then jump on 
them. Then 
jump off them, 
being sure to 
land on some 
others. And 
avoid the 
wasps. That’s 
our advice. 


Cosmic Surfhead more like. Ha. Ho. 


Yeah. The helium balloon. Of course. Right. 













































The not-very-scary-looking-and-unaware-of-their-surroundings 3D raptors. 


What an athletic chap Dr Grant Is. 


Diiophosaur prepares to cough up a good bluey. 
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Y ou are Dr Alan Grant, world- 

renowned paleontologist, habitual 
wearer of silly white hats and chronic 
paediphobic. Having accepted an 
invitation to a new theme park 
without reading the rest of the script first, you 
find yourself trapped on Isla Nublar when the 
despicably cliched spoddy programmer, 
Dennis Nedry, shuts down the computer 
system, allowing the dinosaurs to run amok. 

The impregnable Visitors Centre has been 
overrun, the raptors are breeding like, er, 
raptors, 

communications are 
down and you seem to 
have stubbed your toe 
quite badly in ail the 
confusion. Despite this 
it seems to be up to 
you to get the Park 
back under control, 
deal with the raptors and 
escape back to the 
mainland in time for the 
filming of the sequel. 


identifying the site 

Jurassic Park on the SNES is an arcade 
adventure played in two modes. Wandering 
around outside is performed from a top-down- 


Eat rocket, prehistoric scumbag! (Sigh. Ed.) 


We’ve always associated 
Andy Butcher with 
dinosaurs - big, small¬ 
brained and not very nice 
to iook at. Unfortunateiy 
Spieiberg wouidn’t pay 
him $10 miilion to appear 
in the fiim, so he insisted 
on reviewing Jurassic 
Parle instead. 


the six tasks of grant 


There are six main objectives in Jurassic Park, which 
must be performed In the following order... 


Centre, they’re sneaking aboard the supply ship 
and trying to illegally emigrate to the mainland. 
You must radio the ship to stop it from sailing, 
and then kill all the raptors on board. 

krioy ^'•j-;sptor t?;■; 

And, of course, when they’re not ripping your 
guts out. Invading the Visitor’s Centre or 
sneaking off the island they’re busy breeding in 
the underground volcanic caverns. 

Find the nerve gas bomb, sneak into the nests 
and drop It... oh and remember to run away. 

Having performed mass dinocide, it’s time to find 
the communications room and radio for help, 
preferably in the form of nuclear weapons. 

Don’t be disappointed if they just send a 
helicopter to pick you up though. 

: ■ 

Just stroll on down and jump aboard the 
helicopter when it arrives. Of course, several of 
the dinosaurs may have become emotionally 
attached to you by now, so they may try to 
persuade you to stay a while longer... 




The power is out, so none of the coffee machines 
are working. Neither are the motion sensors. 

Desperate for caffeine, you must find the 
generator, turn It on, find the right terminal to re¬ 
boot the Park’s computer system and then 
reactivate the sensors. 


The raptors are getting into the Visitor’s Centre, 
forcing people to lock them in fridges and crawl 
around In the ventilation shafts. 

This has got to stop - carnosaurs are very 
unhygienic, and the people in the shafts are 
playing merry hell with the air conditioning. You 
must discover how the offending raptors are 
entering and stop them from doing it again. 




Raptors. When they’re not ripping your guts out 
with those nasty claws or invading the Visitor’s 





































bolas gun 

Strangely this fires 
bolas that explode 
on impact, and has 
the advantage of 
passing straight 
through the 
offending dinosaur and blasting any of it’s 
buddies haplessly milling around behind 
it. Combined with the way the bolas open 
out as they spin, this makes it the most 
deadly weapon in the game. So if you get 
one hang onto it. 




sncl 

t . jolly T rox 

r chaa^es out of the 
T jungle at great s|>eed 
^ and gul|i&.you downJn 
"orget about 

EttU -it’ll ^1 

get yoH^nd you can’t out-run it. IMs al» unnume to ail 
your weapona except tranqui l l iser dert ay which knock it 
back slightly. Weird. 


Vicious and cunning, 
the raptors hide under 
the jungle canopy in 
small packs, tasirstiag 
" out all around yoitamd 
then leaping feet-first 
welling 


A break-through in gate design - the ‘shoot to open’. 

swift-flowing rivers - they’re all here, and all 
excellently done, as are the man-made features 
- electrified fences, gates, bridges, moats 
and buildings. 

The animation of Grant is smooth and fluid as 
he walks, jumps, picks things up and fires his 
gun. Most important of all, the dinosaurs are as 
well thought out as everything else. 

Nice as the exterior graphics are though, it’s 
the Interiors that are the most Impressive. 
Detailed and shaded rooms, corridors and doors 
swing about in remarkably smooth 3D. It’s not 
perfect, and it could be faster, but you’ve never 
seen anything else like this on the SNES - it’s 
ground-breaking stuff. 

The only thing that lets the graphics down 
slightly are the 3D dinosaurs. You only encounter 
Dllophosaurs and Velociraptors inside the 
buildings, and both are quite low resolution, 
poorly detailed and badly animated - especially 
the raptors at close range, arguably the most 
important graphics in the game, and thus 
something of a let-down. Despite this, though, 
Jurassic is a smart looking game. 

The sound lives up to the standards set by the 
visuals. The effects are all good, especially some 
of the dinosaur’s snarls and roars, and the music 
sets the atmosphere and mood brilliantly, from 
the high tension ‘here comes the T rex, you’re in 
trouble now’ tune to the moody ‘there might be a 
raptor just around that corner’ played in certain 
areas of the buildings. Complete with lift music 
and Dolby Surround Sound support for people 
with ridiculously expensive stereos, Jurassic is a 
smart sounding game as well. 


There’s nothing like a spot of sun-bathing on the roof. 


things to find 


cattle prod 

Pretty useless 

J against anything 

' j bigger than a 

> ' ! compsognathus, but 

i it continualiy 

f _-- ■ — 3 recharges when not 

being fired, meaning that it can’t run out 
of ammo iike every other gun. This is your 
only weapon when you begin the game. 


gas grenade 
launcher 


missile 
launcher 


As well as being full of dinosaurs, 
the Park is liberally scattered with 
various things that Grant needs to 
complete his escape. Some are 
only found In buildings, others only 
outside, and some are so multi¬ 
talented that they can be found 
anywhere at all. Here’s an In-depth 
Game Zone guide to Jurassic 
Park’s ‘things’... 


shooty things 

With unlimited numbers of psychotic 
dinosaurs wandering around with nothing 
but Grant Tartare on their tiny minds, it’s 
just as weli that various weapons are to 
be found scattered all over the park. 

You can carry two weapons at the 
same time, plus the cattle prod, although 
which weapons can be carried in 
combination is limited. 


tranquilliser 


gun 

Fires darts that 
I sedate nearly all 
dinosaurs with one 
hit. Unfortunately the 
larger ones tend to 
recover quite 
quickly, which can be a tad inconvenient 
at certain times. However, the 
tranquilliser gun is the only protection 
from the T rex, so it’s best to grab one 
when you suspect it’s around. 


Substantialiy bigger 
than the tranq gun, 
and the cioud of gas 
produced can affect 
more than one dino 
at once. The bigger 
ones still recover quickly though, and it 
has a fixed range, making it worse than 
useless in most situations. 


shotgun 


, 1 —_i 11 - This is more like it - 

I automatic, and 
' I o”ce something goes 

- .. , down, it doesn’t get 

■i back up, mainly due 

i —-- - ^ to the large holes 

that’ve been blown out of it. It’s only 
disadvantage is that some dinosaurs take 
up to three hits before the message that 
they’re dead to the world gets through to 
their brains. Aren’t they the iucky ones? 


specialist. 


mmm 




triceratops 


Jurassic Park is, strangely enough, full of 
dinosaurs. All kinds of dinosaurs, of all shapes, 
sizes, colours and speeds. All have different 
habits and act in different ways. All have long 
Latin names that are hard to pronounce. All of 
them, however, have one thing in common. 
They’re all, more or less, set on killing you. 

compsognathus 


* Teatn«(iam 
rvthSiM»ison 
' bite ttieaky 
hese 

I overtte % 
island. Ttay’ll turn 
r if you chase 
i In pnaint . 
LWtere therols one 


.^they n 


Another ^acsfiii’ 
dino, the 'Maoratopo 
appears out of 
nowhemron Jungla 
paths, charging ns 
fast MM it s Jt tuhby legs 
can cany it (which is 
*^amn fast considering that it weighs several tons). 

They think nothing^ cmohing a gallant hero 
underfoot, so ito besUo get out of their way. Sharpish. 


dilophosaur 


' Don’t be fooled by 
t he ir cute little 
kangaroo hops- 
they’H«pit in your 
face am soon a&look 
at ysaynloing a fair 
amount of damage 
and causing you to stagger around blindly for a few 
seconds. Luckily their range is iimitai^and they < 

’ ^eir ‘fan’ just before gobbing. 








pachycephalosaurus velociraptor 


tyrannosaurus rex 


gallimimus 


Kiils any killabie dino 
with one shot, 
blowing them into 
satisfyingly tiny 
pieces and making a 
nice ‘boom’ noise in 
the process. Not much ammo, but the 
Missile launcher is stiil the weapon of 
choice for the serious dinosaur extinction 


and-slightly-behind view similar to Zelda, 
Zombies Ate My Neighbours and any other 
game viewed from top-down-and-slightly- 
behind. Entering a 
building, however, 
switches to a first- 
person perspective 
through Grant’s night 
vision goggles, in full, 
highly detailed, colour. 

There are various tasks 
to be performed before 
you can escape, all of 
which require running around in the Park’s 
various buildings, often to use the right 


computer terminal for the job at hand. 

Certain areas in these buildings (normally the 
bits you need to get to) can only be entered with 
the right access card, 
security level or batteries 
for your night vision 
goggles, all of which 
need to be found. 

The first thing you 
notice about Jurassic 
Park is the graphics. 
Wandering the island 
reveals beautifully drawn 
and highly detailed backgrounds everywhere. 
Grassy plains, lush jungle, weathered mountains, 


You are Dr Alan Grant, 
world-renowned 
paleontologist, habitual 
wearer of silly white 
hats and chronic 
paediphobic. ” 
























digging deeper 

However, all is not sunshine and roses in happy 
dino land. Jurassic gives a very good first 
impression, and plays very well to start off with. 
It’s a very big game, and 
there’s a lot to explore. 

There are lots of nice 
little touches. The 
dinosaurs all behave 
and must be dealt with 
differently. The tasks 
you have to complete 
form a logical 
progression, and you 
quickly find yourself 
immersed in the game. But then the problems 
start to appear. 

Jurassic’s faults fall into two areas. The first 
are the slightly annoying ‘little things’ that start 
to bug you after a while. There is no auto¬ 
mapping for the interior sections, which is 
forgivable, but there’s no compass either, which 
can be very confusing. You receive messages 
from the various other characters at certain 
points, giving you warnings and hints, but they 
keep on appearing time and time again, which Is 



Hmm. I wonder what’s in here? 


distracting and ultimately plain annoying - you 
quickly find yourself muttering “I know, I know - 
you’ve told me 20 times already...” at the screen, 
which is embarrassing as well as frustrating. The 
accuracy required for 
some of the exterior 
shooting is a bit extreme 
- a Pachycephalosaurus 
can be charging at you, 
you fire and miss by a 
fraction and the dino 
still hits you, knocking 
you back so you are 
unable to fire again for a 
couple of seconds. 
These aren’t huge drawbacks, but they’re 
annoying nonetheless. 

It’s the second set of problems, though, 
that are more serious. The main theme of 
Jurassic Park is exploration. There’s nothing 
wrong with that of course, and it’s a big game. 
But there’s no save game or password system. 
So every time you play, you have to start all 
over again. Right from the start. And once you’ve 
discovered the locations of the buildings, made 
maps of them and know where the access cards 
are, (which should take most players less than a 
day) you realise that the game has got little else 
to offer - there’s not enough action to keep you 
going. The exterior dinos are easy to deal with 
once you’ve learnt their patterns, and most of 
the interior ones stand and wait to be shot 
unless you wander too close. You can’t even 
skip through it quickly, as the way the access 
cards are spread around means you might have 
to visit three buildings to get the right access 
cards to get to the next building you need to 
use, which takes time. Especially with a stubbed 
toe. You quickly find yourself getting bored with 
the whole thing. 


Jurassic Park is still a 
worthy attempt at the 
biggest film licence of 
the year, if not ever, 
and a lot better than it 
might have a been.” 


the bare bones 

Jurassic Park is still a worthy attempt at the 
biggest film licence of the year. If not ever, and a 
lot better than it might have a been. Admittedly it 
only pays lip service to the film’s plot, but it’s a 
very polished game, with great sound, excellent 
graphics and unique 3D sections. It’s also big, 
absorbing and good fun to play. But you quickly 
lose interest, even if you haven’t yet finished It, 
because you just can’t be bothered to go 
through all the early stuff again. And for over 
£50, it just doesn’t seem to last long enough, il 



Superb graphics, great sound and 
a big game make for one of the 
better SNES film licences. But 
there aren’t enough puzzles to 
keep you guessing and there isn’t 
enough action to keep you coming 
back for more. It’s 
good fun and 
absorbing to 
play - for a 
while - but 
it won’t 
last long. 

Out: October 
Price: £54.99 
Publisher: Ocean 
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other thingis 

Guns are all well and good, but the well- 
rounded hero recognises the need for 
other, less confrontational devices - 
things that just aren’t as much fun, in 
other words. 

They are, however, needed to complete 
the game, and so cannot be ignored, 
much as you’d like to. 

So get out your find it head and, go and 
find all this stuff, or it’s game over man. 





access cards 

All the people on the 
island have rather 
carelessly lost their 
flexible friends, 
leaving them unable 
to order a Ronco 
Slicer-Dicer (with built-in fluff remover) 
from the 24 hour credit card hot-line. It’s 
up to you to find the cards so that your 
fellows can sate their rabid consumerism. 
The cards also give you access to 
important areas of buildings. 

eMtrr? Jives 



Eating food replaces 
lost life energy, 
healing some 
damage. Quite why 
consuming lumps of 
unidentifiable meat 
that you find lying in the mud with 
dinosaur droppings all around doesn’t kill 
you from food poisoning and disease is 
never made clear. 


first aid kits 



The raptors are 
breeding, and these 

These allow you to return from the dead 
more times than is usual for a heroic lead 

w ^ 

are their eggs. You 

character. 

. . j 

have to collect them 

This increases your chance of 


■ • -. ^ •* 1 

all and make a huge 
omelette to raise 

incidentally being declared the new 
messiah by a passers-by, and gives you 



money for impoverished egg farmers 
world-wide. Well, you have to collect 
them to finish the game, anyway. 


another shot at escaping the island. You’ll 
need them though, so keep a look out. 


These one-use kits 
completely heal any 
damage you’ve 
sustained and 
restore your life 
energy to maximum. 


The medical implications of this are 
obviously astounding, and yet it’s 
impossible to make a Joke about them 
without being tasteless. 



batteries 

The dinosaurs, 
socially irresponsible 
vandals that they 
are, have smashed 
the lights in certain 
sections of the 
buildings. Entering an unlit section is 
neither big nor clever, as the raptors will 
rip you to pieces. To avoid this you must 
find some batteries for your night vision 
goggles. 


nerve e 

bomb 

Now the raptors might think they’re pretty 
hard, and that starting to breed all over 
the place was a bit clever, but us 
mammals haven’t exactly wasted the 
extra 65 million years of evolution we’ve 
had. Witness the nerve gas bomb, heh, 
heh, heh. 


































V66lli0tS '&timpy 


In the wacky, wild and 
wonderful world that we 
like to call games, Ren 
and Stimpy push back the 
boundaries of licensing 
etiquette - making the 
game the hype for the TV 
show. Trenton Webb 
turns on, tunes in and 
drops out. 

W ow! I mean like heavy duty, man! 

Groovy and fab! This is it! The 
big one! It’s finally here! The 
license of the year! Forget The 
Simpsons. Forget the Turtles. 
Forget The Clangers. Yes, you can even forget 
about the legendary Crystaltips and Alistair (er... 
who’s that? - Ed.). The game of the latest 
cartoon craze to sweep the nation Is here - Ren 
and Stimpyl 


er... ren and who? Or, 
even, who and who? 

Most us mere mortals, who can’t manage the 
mantle of media guru, have never heard of Ren 
and Stimpy because they’re a cat and dog 
double act that’ve been playing on MTV in the 
US. But they’re about to make their explosive, 

UK debut in the peak viewing slot of... er... 
6.30pm on Friday on, er... BBC2. Blimey, what 
next for licensing - Hungarian animations about 
the sex life of bacteria? 

Since you probably haven’t got a clue what 
they’re all about here’s a quick resume of the 
format (he said in a ‘making himself sound like 
an expert’ kind of way when all he’d really done 
was read the press clippings that THQ supplied) 
so that you can get an idea of the flavour of the 
game. Ren’s a Chihuahua and Stimpy’s a cat (of 
indeterminate breed) who are buddies; this is the 
90s, after all, so there’s none of that politically 
incorrect dog-chase-cat-chase-mouse Tom and 
Jerry nonsense here. It’s all done In a hip, 60s- 
cool-cat-modern-jazz-style. Does that make 
sense? Probably not. Then let me put it this way. 


Everyone agrees that Tom and Jerry had a ‘Crap 
Period‘ generally accepted to have been the 60s. 
You know, when the drawings went very angular 
and minimalist and the music tended towards a 
horrendous jazz based syncopation mixed with 
stylophones that thankfully remained in the 60s. 
Well, if you mix that look and sound, with the 
kind of body-contorting, eye-popping humour of 
classic Warner Brothers cartoons some decent 
jokes and a healthy dollop of Twin Pea/cs-style 
weirdness (a log plays a very prominent role), 
and you’ve just about got it. 

furniture madness 

All of which transfers excellently to the SNES. 
Veediots reproduces the look and humour of the 
cartoon brilliantly; bodies get flattened, 
stretched, blown up, generally destroyed in all 
sorts of gruesome ways; the backgrounds are all 
weird perspectives and striking colours; the 
rooms seem to be 300 foot long corridors with 
the same doors and pieces of furniture 
reappearing every few feet along the way; 
characters are concealed behind trees with 
trunks the width of Michelle Pfieffer’s legs. 



5 things that stimpy 
does iook iike: 

1 That crazy guy The Tazmanian Devil 
(separated at birth or what?) 

2 A black pudding stuffed into a marigold 
washing-up glove 

3 Dingo’s droppings 

4 A half-deflated balloon that’s fallen in a 
saucepan of spaghetti carbonara 

5 Anything that isn’t a cat 


5 things that iook 
more iike a cat than 
stimpy: 

1 A cat 

2 A pygmy pot-bellied pig 

3 Adam Peters 

4 The lower slopes of Kilimanjaro, on a misty 
day, you know the bit, it’s on the left and it 
looks like a cat... if you squint 

5 Anything that isn’t a cat 
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When asked to express a 
preference we found that eight out 
of ten owners said, “Hmmmm...” 
Conciusive proof, that yes 
Veediots is overpoweringiy 
average. A shame but there you 
have it. Stiii, it iooks 
reaiiy nice and 
coiourfui and 
mad and 

crazy. But W ^ 

it’s just no m 1 


Out: November 
Price: £44.99 
Publisher: THQ 




No, this is a cat. Just trust me on this one, okay? 


approach to the Home Alone games - have 
certainly had their money’s worth out of it. 

Don’t get me wrong. Veediots is not a 
particularly bad game, but you do get a feeling 
of deja vu. There’s nothing in there that’s even 
threatening to be original. It’s all the tried and 
trusted formula leaping about, swinging from 
anything that sticks out, picking handy objects 
up and throwing them at nasties, vaguely 
puzzling puzzles, energy-replenishing pick-ups 
and not-so-cunningly concealed bonuses. 

There are four main levels, each separated 
into different sections. The first is a classic Tom 
and Jerry style chase through a house, ending 
up inside a not-so-classic Tom and Jerry giant 
mouth. 

Then it’s on to an army training camp, from 
there to a laboratory and then into outer space 
(and, finally, a vertically scrolling section - wow!). 
The first couple of levels are pretty much 
standard exercises in timed jumps and 
destroying nasties but later on your puzzling 


skills are put to the test (though you aren’t 
strained too much). 


french and saunders 

There are some appealing touches. Running 
along the teeth in the giant mouth at the end of 
the first level is fun, though the end of level 
guardian is, frankly, a wimp (and also one of the 
worst graphics in the game). But these highlights 
are so few and far between they don’t drag the 
game out of it’s humdrum rut. Unlike, say, Tiny 
Toons, which twists and turns all over the like a 
twisty turny thing and constantly surprises, 
Veediots has brief moments of inspiration then 
falls back into averageness. 

It looks good but has nothing new to offer and 
th-th-th-that’s all folks. ■ 


But we’re all wise to this sort of stuff on the 
SNES now. The fact it can do funky impressions 
of any visual style you can throw its way is taken 
for granted. The fact that Tiny Toons looks like 
Tiny Toons and the Pugsiey Scavenger Hunt 
recaptures the feel of the film means that we’ve 
come to expect nothing less. So it’s time to 
come to the crunch; the gameplay. 


mickey and plutc 

And there we hit a problem. Let’s put it this way. 
Have you ever had the feeling that someone in 
Japan Invented a computer macro which allows 
programmers to fill in plot details and characters 
one end and then it produces a horizontally- 
scrolljng platform game out of the other? 
Veediots looks like It could have been the 
product of this kind of creation process. If there 
is such a macro then THQ - who were 
responsible for a similar ‘license-by-numbers’ 






















One of the best things about the madly slidy ice world is forgetting to tell new players 
that if they drive a car with tyres rather than tracks they won’t be able to steer. Heh. 


Here we see the devilish Butcher Icebone. He’s a deadly rival on the racetracks of 
Nho, despite having no eyes or, indeed, body. 


It could include a plastic saddle for the SNES. 


It needn’t be a race, actually. Just a cycling tour. 


Why aren’t there any bicycle racing games, eh? 





rocky roll road 

Welcome back after those messages. 
Didn’t that colour-fast sherbet 
washing powder look scrummy? 
Anyway, now on Channel 429, another 
instalment of our chart-topping soap 
opera. In today’s episode, Brian has 
some shocking news for Unit G-14. 


It’s true, G-14. 
Brian and I 
overheard 
Vernon and 
Bernice talking 
about it during 
\ Ferdy’s 

^ ^ spontaneous 

religious 
conversion. 


Yes Brian - 
except I’m not 
Idris. I’m your 
long-lost twin 
brother Wade! 





I’ve got some 
shocking news, 
G-14. My twin 
brother Wade 
didn’t drown in 
" He’s alive, 
pdlM he’s living 
^ here In tfSgR v 


Blimey. 
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What’S that, 
Hedy? Wade is 
still alive? 
(Thinks: curses, 
he’ll reveal I was 
the embezzler 
and not Oliver, 
who died in 
prison last year). 


No, hang on, 
aren’t you my 
long-lost twin 
brother Gary? 



Hello everyone. 
I’ve brought 
Idris home to 
meet you. He 
says he’s an old 
friend of yours, 
Brian. 


Then who the 
hell am I? 






And I’m a 
developer who’s 
going to tear 
down Rocky Roll 
Road to build 
the world’s 
greatest potting 
shed. 


Lenin recoiled in horror 
as the cantaloupe broke 
through the wall. Who 
could save his music hall 
now? But first a few 
words from our sponsor 
and Jonathan Nash. 

S itting down to play Rock ’n’ Roll 

Racing, I was reminded of Captain 
Scott’s famous amusing remark made 
before setting out on that ultimately 
tragic expedition. ‘My wife’s a terrible 
cook. Well she would be, she’s dead,’ quipped 
the explorer, pulling on his winter jacket and 
juggling a few comedy huskies. But that’s 
probably just me. 

Rock ’/?’ Roll Racing - the game that is, and 
not the commercially successful depilatory 
cream of a completely different name - has a 
certain quality of Now Why The Culk Didn’t They 
Think Of This Before? to it. It’s a car racing 


game, but with guns. And a rock and roll 
soundtrack. And a mad commentator. Why the 
culk didn’t they think of this before, eh? Well, 
maybe they did, but it’s certainly not previously 
come together in such a chummily-winkingly 
fabulous way. 

grammatically foul 

Do you realise how clumsy the name Rock ’n’ 
Roll Racing is? Just look at those horrid 
apostrophes. So I’m going to call it Rocky Roll 
Racing. And then shorten it to Rocky Roll. 
Because I can. 

the devil has all the 
best tunes 

Game plots are usually as obvious as an elk in a 
bowl of soup. Someone’s been kidnapped or 
someone else is threatening to invade or some 
other else’s top secret weapon has been stolen 
by the enemy. But Rocky Roll is slightly different. 
Okay, right, you’re on this planet, see? And it’s a 


bit crap. But the only way off is to do something 
so spectacularly risky that it will impress your 
outstandingly dangerous chauffeur into taking 
you to the next planet in the galaxy. And, as luck 
would have it, the sport of rock and roll racing 
has really taken off In this part of the universe. 

Socially maladjusted aliens in oddly lethal cars 
zip around booby-trapped racetracks to the 
enormously amplified sounds of seventies rock. 
Well, you’re certainly not going to get the 
population of some isolated villagette saying, 
‘Blimey, not the old mad chauffeur-rock music 
racetrack storyline again.’ No, they’d be saying 
something like, ‘We don’t like strangers In these 
parts,’ and then sacrificing your friend Hubert to 
Christopher Lee and a bale of hay. But anyway. 


chaw boom, joob 

There are two ways to play Rocky Roll. By the 
rules, or to win. You can do hugely underhand 
things like taking short cuts around the track, 
leaping across bits of it in order to miss out 
dodgy corners, nudging people off the course 













f aero the ACR 
< JURASSIC pS 

gear 2 

eOOFTROOP , 
•SUPER potty-: 

A LOOH Jir 

yrSAU 6 aaS 

IT AND YOU 

•fICK YounsblF! 


141^^1100 
ftife best 


section 




life s 


It’s one 




100% FOR SUPER NINTENDO PUYERS 

BRITAIN'S BEST-SELLING SNES 


¥8QO 

MAGAZINE 


TrK-y^VX 


>)**? 


SALE 


ON 


PER STREET FIGHTER 


moves! 


and 


the 


the 


characters 


new 


the 


We 


show 


new 


new 


you 


locations 























“No quarter!” shrieked player one as she bore down on the helpless computer opponent. 
Player two left quietly and later denied all knowledge of the incident to the police. 


‘Jumping’ can get you out of trouble. Here, a canny second player ‘jumps’ a hill, firing as 
she goes. And player one ‘jumps’ straight into the line of fire. No, hang on. 




during mid-air jumps, slamming them into the 
crash barriers and, of course, dropping proximity 
mines in their path or firing heat-seeking missiles 
at them. The accepted method of starting a race 
is for every contestant to instantly fire everything 
they’ve got, with the survivors drifting into some 
sort of arbitrary order. 

Your weapons get replenished each time you 
cross the chequered line, you see, so it’s a bit 
silly not to fire them off when you’ve got them. 
The only problem is, you begin with just the one 
missile and just the two mines. But they aren’t 
mines, they’re fairly useless slippery oilsiicks 
because you’ve got the completely crap car. Ho, 
hum and however, a few driver-smearingly noisy 
races later and you’ve enough cash to afford the 
marginally less hopeless power-up. Hurrah. 

not a lot of fiddly bits 

The one-time rector of West Kington and 
staunch supporter of the Reformation Hugh 
Latimer once said, ‘Genius is doing the obvious.’ 
However, the remark was misheard by listeners 
as, ‘Genius is aaarghh crackle crackle,’ and 
Latimer was never 
officially credited for 
coming up with such a 
great line. Hugh, we 
salute your sadly 
neglected paragraph¬ 
linking powers. 

A great deal of Rocky Roirs appeal is that your 
opponents are fallible. What a stroke of genius. 
They shoot at other cars and miss, they take 
wrong turnings at intersections, they speed into 
crash barriers and fall to bits, they jump off the 
track altogether. This means - and take note, 
programmers of other car racing games - that 
you always have a chance of winning. You can 
enjoy Rocky Roll even if you’re not particularly 
good at racing games, because if you end up at 
the back of the pack you can still win without 
having to rely on fiddly manoeuvring skills and 
oh-so-cleverly judged gear changes. Where’s 



Tempers flare during the second lap when Mad Bill 
excitedly fires on somebody going to the shops. 


the fun in that, eh? Eh? If 
some bast skips around you, you let him have it 
with both barrels. That’s fun. Rocky Roll is fun, 
pure and simple. Well, maybe not so pure, what 
with all that rocket-powered annihilation, but 
certainly simple. Except for the complicated 
strategic bits. 

So there’s the game in a nutshell. Drive around 
a lot, earn cash, bolt on power-ups and 
eventually buy a new car. There’s both a one- 
player and two-player mode, and you just know 
the single player option is pretty dismal, right? 
Because Rocky Roll is obviously a two-player 
game. And, as with all two-player games, the 
one-player mode is pretty dismal. But, a-ha ha 
ha, no it’s not. And the reason it’s not is because 
(a) it’s just so darn satisfying screaming round a 
sharp bend at full pelt and loosing a full 
complement of missiles into an opponent’s 
exhaust pipe and watching him explode in a 
fountaining bang of gears and tearing through 
the cascading wreckage and laying down some 
mines for that chap haring up behind an’ that, 
and (b) the other drivers have recognisable 
personalities. In addition to the regular pair of 
scoundrels. Rip and 
Shred, each planet offers 
up a champion to beat in 
the time-honoured 
fashion, ie violently. It’s a 
real challenge to move 
up through the ranks, 
and as each new world offers a different set of 
cars and power-ups there’s no danger of 
becoming bored with the options. And (c), but 
that’s exactly the same as (a) only more so. 

But, of course, it’s the two-player mode 
everyone will be playing, because life’s like that. 
Even though Rocky Roll is, as just revealed, a 
groovy one-player game, the sort of ludicrous 
violence it delivers cries out for a second person 
to join in. One split-screen effect later, and - ta- 
daa! - both players are shaking hands on the 
starting line, promising to work together to beat 
the computer pair and discussing a complicated 
plan whereby player one speeds ahead dropping 
mines while player two hang back firing missiles, 
in order to catch the other two in a devastating 
crossfire. 

The flag goes down, the cars tear away and 
the two players instantly destroy each other with 
many shots. ‘Ho ho,’ chuckles player one. ‘My 
double cross seems to have backfired.’ ‘Ho ho,’ 
guffaws player two (who Is Swedish). ‘Mine also. 
That’ll teach us, eh?’ And they continue with the 
game, the best of friends. Unless they were 
deadly enemies to begin with, for example 
Sherlock Holmes and Professor Moriarty. But 
then player two wouldn’t have been Swedish, 
would he? So It’s all sorted itself out in the end. 


If some bast skips 
around you, you let him 
have it with both 
barrels. That’s fun. ” 



That’s the way to do it. Panic utterly and let off several 
useless missiles, then zoom into a wall and die. 


far too loud for 
thora hird 

Rocky Roll has fantastic sound. Excellent, 
atmospheric stuff. Not only do you get the meaty 
explosions and five extremely well performed 
pieces of music, you get a loud, sarcastic 
commentator called Larry. 

The quality of the sampled speech is amazing, 
and Lai’s mad shouting really adds to the game. 
And the effects continue regardless of where the 
cars are, so you can hear people running over 
your mines even though they’re a couple of 
screens away. It’s the icing on the cake. No, 
more than that, it’s the very nicely-coloured 
lightbulb on the large pile of other lightbulbs. 
Whatever. H 



It’s a superlatively enjoyable two- 
player game. But, daringly, it’s 
actually a superlatively enjoyable 
one-player game with a two-player 
option that’s slightly better. 
Chunky playability that will last for 
quite a while. And 
music. And Larry, 

To quote my 
friend Emily’s 
dachshund, W/ 

“Woof, bark, m 
Arf. Woof.” m i 


Out: tba 
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Ratrick McCarthy's 
experience of pool is 
restricted to splitting 
someone’s head open 
with a pool cue in the 
sixth form common room, 
after which he was 
banned from the table. 
Nevertheless, we believe 
in the concept of 
rehabilitation, so we gave 
him another chance. 


Y OU know, I’ve always had 

reservations about computer 
software that tries to simulate games 
and pastimes, as opposed to sports - 
haven’t you? But (frowns) just what is 
a sport? A sport is (1) anything that gets you out 
of breath. (But keeps your privates more or less 



It’s Wurlitzer time, anyone for The New Seekers. 



It’s chaos out there, notice how the balls never 
follow the same line each time. Still, you’re better 
off asking Stephen Hawking about all that. 


covered, before the rude people among you start 
writing in). By this definition, of course, 
synchronised swimming is a sport - as long as 
they don’t use those rather intrusive underwater 
cameras. (2) Anything that can be successfully 
played by a 22 stone lardbucket is not a sport. 
Darts and astronomy, for example, are not 
sports, although Sumo wrestling qualifies under 
point 1. (3) Any game that is played from a sitting 
position is also not a sport (unless the seat 
concerned is a 
wheelchair). That’s 
fishing, motor racing and 
Shuv Ha’penny out. It’s 
clear from points 1 and 2 
that pool is also not a 
sport. It’s a game. Now I 
can accept making 
computer sports simulations, but making pinball 
games, board games and stuff like that always 
makes me think “Why bother?” When you think 
that you can buy a ten-pin bowling game, it does 
tend to make you wonder where will it all end. 

the art of pool 

Nevertheless, we at Geez Acres are trained long 
and hard to approach every game we see with a 
fresh and clear mind. It’s almost Zen-like, the 
way we can totally negate our personalities. It’s 
a little easier for me than for most, of course. 
Nonetheless, I applied the procedures rigorously 
when I approached Championship Pool, and 


heavens to Murgatroyd, wonder of wonders, I 
actually enjoyed it. Yes, believe it or no, it’s very 
good (for a pool game). 

For a start, it gives you the chance to play just 
about any type of pool game you can think of, 
and probably one or two you’ve never even 
heard of. And just in case you’re some kind of 
weirdo, there’s even an option where the 
computer doesn’t interfere at all, giving you a 
completely free hand to play to whatever pervy 
rules you like. So grab 
that butter, Marlon. 
From the initial 
99 menu, the options 
consist of: Freestyle 
(where you make up 
your own rules); 

Party, for playing 
against up to eight human opponents; 
Tournament, in which you compete against 32 
computer opponents in various competitions 
and Challenge, where you try to achieve different 
objectives according to the games and the 
computer rates your performance. 

Each of these has a number of different types 
of pool - two under Tournament, six under 
Challenge and 11 under Party, and Freestyle lets 
you select eight different ways of having the 
balls racked at the start. (You can also “undo” 
shots, replace sunk balls on spots and even pick 
up and move balls around to your heart’s 
content for those crazy trick-shots the fans 
love.). The controls are simple to use and give 


I Just pop this blindfold 
on for me would you, 
luwie? It’s my go now. 
A pause, and then, 
ccThere. I’ve won. 99 

















In Championship Pool you have control over everything in the entire 
universe. The spin and the angle of your cue are minutely adjustable, as 
is the power with which you play the shot. There are excellent views: a 


POWEfi 




H lOH 

POWEIF? 


MED 


EXIT 



HOED FOR FIHE COHTROE 


Standard, whole table view; press Y 
for a zoom-in mode, that well, zooms 
In; press Y again and you’ll see a . 
lower angle zoomed-ln shot of one 
side of the table - you can move 
around the table from this viewpoint, 
or press L and R to rotate the view to 
the other three sides. 

Hold down R from this same view 
and you can adjust your shot from 
there; hold down L and you’ll see the 
path the ball will take in slow motion, 
and if you play the shot at this point, 
it will be played very gently, too. 

Press L, R, B, A and Start together 
and you’ll achieve world peace, 
England will qualify for the world cup 
and BBC sitcoms will be funny. No, 
no. I’m sorry I made that one up. 

You must control your unearthly 
powers at all costs or the world will 
look a good deal shoddier. 



Behold the awesome might of the pool 
cue and ask yourself if you’re leaning 
too low down. 


you a great deal of control, with three of the four 
levels of difficulty even showing where the target 
ball will end up. 

The only problem with it is the degree of 
accuracy needed means that the fine 
adjustments can take a while, which is okay 
when you’re all alone, but liable to get you a 
smack on the head when someone else is 
waiting for their turn. 

rack ’em 

The graphics are 
excellent, with the 
spots and stripes on 
the balls moving 
properly and giving 
the impression the 
balls really are rolling (because they’re not, you 
know. They’re just pictures). There’s no slow¬ 
down at all when lots of balls are wellied around 
the table at once. 

The spot sound effects are fine (click of cue 
on ball, etc) but the music is god-awful. It 
sounds as If the composer was the victim of a 
drive-by shooting before he completed it. By far 
the worst is the “country” one. Imagine asking 


Jack Duckworth to play the violin behind his 
back and you get the general idea. Still, you can 
always switch it off. 

One minor whinge is the way computer 
opponents take their turns against you in 
tournaments: you don’t see what they do. 

There’s a “time warp” and you only see the table 
as they’ve left it. I accept that this is done to 

speed up games (nobody 
wants to sit and watch 
the computer play shots) 
but let’s face it, would 
you play pool against 
someone who wouldn’t 
let you watch when it 
was their turn? 

“Just pop this 
blindfold on for me 
would you, luvvie? It’s my go now...” A pause, 
and then, “There. I’ve won.” Oh. There have been 
occasions when I’ve left the computer opponent 
in situations in which It’s impossible for him to 
hit his balls at all, only to find he goes on to pot 
several in a row. Most exasperating. I’d have 
thought it preferable to give you the option of 
watching, whizzing through the shots or not 
watching. Despite this, it’s a good game. The 


Press L, R, B, A and 
Start together and you’ll 
achieve world peace, 
England will qualify for 
the world cup and BBC 
sitcoms will be funny. 99 
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Right, get the white ball to hit all the other balls and then 
decide if you want checks or stripes...or something. 

different game types to get to grips with, the 
challenges and the 32 opponent tournaments 
(with no passwords) should all ensure a degree 
of longevity, and the multiple-player options are 
a laugh as long as everyone’s patient when it’s 
not their turn. This is the first pool game to 
appear on the SNES, and any competition will 
have to go quite a way to beat it. 

A lot of the time games, like this, that break 
into new areas and handle them well are prone 
to copycats, so don’t say I didn’t tell you. H 






The corner pocket, where you’ll find the 
potential for fine trick shots, as well as 
empty packets of crips and Rothmans. 


i _ 


All the fun of pool without having 
to go into rough pubs - so that 
means a few marks off for starters. 
And secondiy it ali feels all too 
familiar, i mean essentialiy what 
we’ve got here is a computer 
simulation (albeit 
accurate) of that 
old youth club 
favourite, 
pooi. (Isn’t 
that the 
point? Ed.). 

Out: October 
Price: £49.99 
Publisher: 

Mindscape 

















When the innocent country lad saw the 
recruitment posters he just knew he had to 
sign up and fight the good fight for King and 
country, God was after all on his side... 

After a period of intense training he was 
finally allowed to go solo - in the bar. Here he 
daringly mixed with other pilots, talking, 
drinking and erm, not fighting. 

Soon the real war began. First was the 
briefing, where a stuntman for Thunderbirds 
told them that they were to kill any large cat- 
type things that they saw flying small fighter 
craft. Military intelligence eh, where would we 
be without it? 

Take-off, his first taste of real action. 

Swirling and scrolling through some 
impressive graphic backdrops he really felt the 
part of a fighter pilot. 

War, he soon discovered, was hell - the 
other guys could shoot at him too! Talk about 
unfair! He was so upset he turned on his triple- 


wlbble cannon and blasted a at pride of 
Kilrathi. Shame he missed. 

After a glorious victory (ie not getting killed) 
the young pilot took the wing to the next way 
point. Carefully he lined up his ship and hit the 
hyperspace button. Sadly Hollywood had been 
lying, hyperspace was as dull as the M25 on a 
wet Monday. 

As soon as they found out that he was a 
rookie the Kilrathi were dead polite and flew 
deliberately badly so that he would have a 
chance to shoot them. Nice guys, for evil 
galaxy conquering fiends, these Kilrathi. 

The mission over, the wing returned to the 
Tigers Claw. The commander was pleased to 
see him and was full of praise for another 
successful raid against the cats. He said he 
was going to give Trenty a medal and make 
him a Captain. The lad’s heart filled with pride, 
his mum would be so proud... 

Then due to a freak filing accident he was 
tragically buried. He wasn’t dead, but orders 
are orders and he was a good soldier. Stupid, 
but good. 




















There’s more than shooting to Wing Commander^ like saving stuff, then shooting it. 



How come these guys can build starships but only green screen TVs? 


Wing Commander 
promised tense action, 
and didn’t deiiver. Or at 
ieast not very weii. So 
we got Trenton Webb to 
do the review of the 
Secret Missions sequei. 
That’ii iearn ’im. 

S pace, the final frontier. The Tigers 
Claw continues on Its five year 
mission to explore strange new 
worlds, to seek out new life and 
repress them to the point of 
extinction. It may not be much of a philosophy, 
but It works. We are humans after all and we 
haven’t really got the hang of this being nice to 
each other lark. 

The story so far: In Wing Commander, the 
‘peace-loving’ 

Confederation bump 
Into a cat-race called 
the Kilrathl. The two 
parties fail to see eye to 
eye and try to kill each 
other. A furious space 
battle ensues. We win 
and the Kilrathi lose. Game Over, or is it? 

a cunning plan 

Secret Missions takes over when the K-cats 
unveil - amid suitable super villainous 
thunderstorm - their new Graviton weapon. It 
can destroy planets, annihilate entire 
civilisations and cook a decent microwave meal, 
all at the flick of a switch. Naturally this rattles us 
humes - why should the Kilrathi be able to have 
properly warmed food? - and the Tigers Claw is 
sent to hunt it down. 

Cue a developing tactical battle fought over 
individual stages by star fighters. Between the 


si Ml 


. Our fleet has bought us just 
enough tine/' 


Being villains the Kilrathi are obliged to reveal the plot. 


battles there are graphic Interludes and 
briefings. They’re very pretty and add 
atmosphere, but that’s enough about them 
because there’s no shooting. Let’s get back to 
the war. 

Each mission - should you decide to accept it 
Jim - is a four or five stage patrol. You fly to 
point A, find some enemies, kill them, fly to point 
B, kill some more etc. As a formula for 
xenophobic fun this sounds a little limited (there 
are only four different kind of Kilrathi ship, one 
style of asteroid belt to fly through etc) but the 
secret of the game’s success is In the missions - 
he said in a neat wordplay fashion. 

escort service 

At one point you have to find and then escort an 
enemy ship back to your carrier. Getting there Is 
no problem. Finding the enemy ship is no 
problem. The tricky bit is NOT shooting your own 
ship in dog-fights during 
the escort run, because 
after pulling 15 inverted 
loops, it’s kind of difficult 
to work out who’s 
wearing a white hat. 

You can always shoot 
the fool who’s mad 
enough to fly the 
captured cat-ship, their death doesn’t 
automatically mean game over. Even if you 
accidentally blast the sap while dog-fighting all it 
does is set the operation back, so you have to fly 
a few more missions to complete the game. But 
it’s better to try and nurse-maid the enemy 
fighter back to the Tigers Claw for stacks of 
those full-on sweaty joypad moments. 

feline grccvy? 

Starwing fans will no doubt critisise the dog¬ 
fighting in SM. It feels faster and runs smoother 
than Wing Commander 1, but it just ain’t a patch 
in terms of prettiness, speed or style on Fox 
McCloud’s adventure. 

Still, in many ways, the fiddliness of some 
controls, the small cockpit window and 
uselessness of the radar all help to pile on the 
pressure. 

Secret Missions succeeds despite itself. The 
simulation side is far from perfect, there are no 
planet raiding missions, it’s filled with annoying 
bits and odd controls. Trying to cope with these 
in the heat of battle though manages to instill a 
tense atmos’ that really works. 

In Rookie mode It’s easy enough for a 
beginner to power through the whole adventure 
In a couple of days, but that’s not because you 
can but because you want to. ■ 


I We are humans after all 
and we haven’t really 
got the hang of this 
being nice to each 
other iark. 99 
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A game where men are men and cats are dangerous. 


Luckily the tricky landing bit is taken care of by the SNES. 



©MB 


This catty space battle should be a 
dog, but isn’t. Wing Commander 
Secret Missions manages to build 
a tense, if short, space saga 
around an okayish simulation 
engine. The result is a Dan Dare 
meets Douglas Bader 
in the Eighth 
Dimension. 

And what 
more could a 
growing boy 
want? 

Out: November 
Price: £49.99 
Publisher: 
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Super Mario All Stars £64.99 

Goof Troop £54.99 

Batman Returns (UK) £49.99 
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MANGA VIDEO 
ALSO 
AVAILABLE 
PLEASE CALL 


Many more 
Super Nintendo 
Titles available. 


PLEASE ADD 51«50 
PER TiTU FOR 
POSTAGE AND PACKING 


STCflET WWreR It Tl/REO 

FOR 7ne SUPER MBS OR STR.6B7 2 

SPeCIfiL CHAMPION eotnoN 


THAT'S WHAT OUR COMPETITORS 
SAID WHEN THEY SAW OUR PRICES!! 

GAME OF THE MONTH 


NEW RELEASES 

street Fighter II Turbo E65 Super Bomberman £50 
Mario All-Stars £65 Jurassic Park £45 

NOW IN STOCK! 

US Super Nintendo £125 • Super Famicom £160 

LOADS MORE BARGAINS IN STOCK 

CALL TODAY! 


EM 


CONSOLE niOT 

PLEASE MAKE CHEQUES PAYABLE TO: CONSOLE RIOT 
CNS Ltd, P.O. Box 386, Warrington, Cheshire WA4 2BD 

Post & package: £1.50 carts, £7.50 consoles. 

Cash on delivery available: £5.00 carts, £12.00 consoles. 


BIG MONEY 

FROM GAMES 


iQwk fronri j^ , 


^ |arn big 
■‘»iMllng our 




Via our National and Local 
press advertising. Fantastic 
value for money deal, 


r-: |-.. 


For full details send an 
A4 SAE to: 

®0Bl©‘ir ((KI/©D 

St. Brides Major 
Mid Glamorgan 
CF32 OSD 
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GET INVOLVED! 

With our reader survey 


Fancy some free carts and 
some free mags? Then fill 
out this survey and you 
could win a year’s 
subscription to Game Zone, 
plus the choice of a SNES 
cart; Cybernator, Tiny 
Toons or Rop^n Twinbee. To 
enter just work your way 
through through the 
following questions, ticking 
as you go. Then write your 
name and address at the 
end and send it in. We’ll 
collect up all the entries 
and draw out 20 winners. 


First some questions 
about reading 
Game Zonez 


1 How often do you read Game Zone? 

Almost always 

(at least 3 out of every 4 issues) 

Regularly 

(between 1 and 3 in every 4 issues) 
Occasionally 

(less than 1 in every 4 issues) 

2 How often do you, personally, buy 
Game Zone? 


01 



Almost always 

(at least 3 out of every 4 issues) 
Regularly 

(between 1 and 3 in every 4 issues) 
Occasionally 

(less than 1 in every 4 issues) 
Never 


:Dl 



3d Did you, personally, buy this copy of 
Game Zone? 


Yes 


a(i 


No O 2 


3b If yes, where did you buy it from? 

Independent newsagent 
High street newsagent chain 
Supermarket 

Home delivery by newsagent 
Subscription to the magazine 



4 Roughly how many people, including 
yourself, are likely to read the copy you are 
looking at now? 




9 or more 
6-8 
4-5 
2-3 
1 



□ 5 


5 On average, about how much of Game Zone 
do you read or look at (excluding 
advertisements)? 


Cover to cover; all of it 
More than three-quarters 
About half to three-quarters 
About a quarter to a half 
Less than a quarter 




□ 4 




6 How long do you think you spend reading, or 
looking at, an average issue? 


3 hours or more 
2-3 hours 
1 -2 hours 
Less than 1 hour 



7 Roughly how many separate times do you 
pick up and read, or look at, an average issue? 


More than 10 times 
6-10 times 
4-6 times 
2-3 times 
Once only 



8 What will you do with this copy of Game 
Zone when you’ve finished reading it? 


Keep it for reference 
Pass it on to someone else 
Throw It away 


^1 

02 

□ 3 


9 Do you read any of these magazines 
regularly (at least once every six months)? 


Sega Power 
Total! 

MEGA 
Super Play 
Sega Zone 
GamesMaster 




□ 6 


Now a few questions 
about TV and radio: 


10a Which of these TV services do you ever 
watch at home, and which one of them do you 
like best? 


BBC1 

BBC2 

ITV 

Channel 4 
Satellite or cable 


Ever 

Like 

watch 

besL> 

Qi 

Hi 

^2 

□ 2 

K3 

□ 3 

0 4 

□ 4 

05 

as 


10b And about how long, on an average day, 
do you spend watching TV? 


5 hours or more 
3-5 hours 
1 -3 hours 
Less than 1 hour 


^2 

□ 3 

□ 4 


11a Which of these radio services do you like ^ 


to listen to? 

Radio 1 

s/i 

Radio 2 

□ 6 

Radio 3 

□ 2 

Radio 4 

□ 7 

Radio 5 

□ 3 

Capital FM 

□ 8 

Capital Gold 

□ 4 

Kiss FM 

□ 9 

Atlantic 252 

-□5 

Virgin 1215 

□ 10 

Other commercial radio station 

nil 


11b And about how long, on an average day, 
do you spend listening to radio? 


5 hours or more 
3-5 hours 
1 -3 hours 
Less than 1 hour 


□ 1 

□ 2 














Some questions about 
what you do when 
you’re not reading 
Game Zonez 

music/video equipment: 

12 Which of the following do you use in your 
home, and whichdo you have in your room? 


Use in 
home 


Personal CD 
Personal stereo 
Portable radio/cassette 
Mini/midi hi-fi system with CD 
Mini/midi hi-fi system no CD 
Racked hi-fi with CD 
Racked hi-fi without CD 
Hi-fi separates 
TV 
VCR 

Camcorder 


□ 4 
D5 

□ 6 


.□11 


records/tapes/cds: 

13 Thinking of the last three music recordings 
that you bought, what kind of music were they? 
Tick up to three. 


Rave/dance 
Chart/pop 
Heavy metal 
Rock 


Rap 


^2 

□ 3 Reggae 

□ 4 Acid jazz 

None of these 


Soundtrack 1^3 

[zT? 

“D8 

□ 9. 


14 How many of the following have you 
bought in the last 12 months? 


Vinyl Pre-recorded CDs 
records cassettes 


10 or more 
5-9 
3-4 
1-2 
none 


□ i 

0^2 

□ 3 


□ l 

'Ca 

Q5 


Music 

videos 

pi 

02 

O' 3 

&5 


15 How many of these types of blank tape 
have you bought in the last 12 months? 


clothes and shoes: 

17a Which of the following have you had new 
in the last 12 months? 

Shoes/boots 

Trainers ^2 

Other sports footwear 
Jeans 
Shorts 

Other trousers 
Shirts 

Sweatshirts U 8 

T-shirts 0 9 

Tracksuits/shell suits O 10 

Other sports equipment |0 11 

17b And how much have you spent on these 
items in the past 12 months? 


22a From which of these sources do you 
receive the most money? 


I 


Regular full-time job 

Regular part-time job 

Pocket money/allowance from parents 

Student grant/loan 

Social Security/dole money 

No money received 


□ 4 

P5 

D 6 


22b And about how much, in total, does this 
come to in an average month? 


£ 1 , 000 + 

e400-£499 

£200-£299 

£50-£99 

£10-£24 




£500-£999 
£300-£399 
£100-£199 
£25-£49 
under £10 



under £50 £50-^ £100-£149 £150+ 


Shoes/boots 

Trainers 

Other sports 

footwear 

Jeans 

Shorts 

Other trousers 
Shirts 

Sweatshirts 
T-shirts 
Tracksuits/ 
shell suits 
Other sports 
equipment 


□ 




□ 


□ 

D." 

□ 



o 

• □ ' 



C ^ 

a.^ 


IjI 

□ 

□ 


or- 

□ _ 

, o 



□ 

- 

/ 1 

□1 

□ ; 

□ 

- - ' 

a. 


□ 

d 

□, ■ 

D 


□ 

□ 

□ , 


□ 

2 

3 


4 


23 If you are the head of your household 
please tell us what your occupation is... if it’s 
someone else, like a parent or guardian, please 
tell us what their job is. 


Occupation: 


If you want to be entered for the prize draw to 
win one of 20 subscriptions to Game Zone and 
a free SNES cart of your choice, please give 
your name and full postal address below, along 
. with your choice of cart. 

\Tecc> . I . 

. 

PJf\ . 



sweets end snacks: 

18 Abouts how many packets, tubes, etc of the 
following do you eat or drink in an average week? 


. Postcode 


15+, 

o 
□ 

■ a 

O 

1 

fast food: 


Crisps 

Chocolate 

Gum 

Other sweets 
Fizzy drinks 


10-14 

. □ 
□ 
□ 


5-9 

□ 

3 


s' 

4 


none 

□ 

Q 


D 

5 


My choice of SNES cart is: (tick one) 

Cybernator 

Pop'n Twinbee 

Tiny Toon Adventures: 

Buster Busts Loose 

Post your entries to: 

Game Zone Survey, 

Microdat, 

PO Box 368, 

Oxford 








POP’N TWINBEE 


‘-v - 


CYBERNATOR 

And what garries 
they are! Each one 
is a classic and 
no mistake! 


Now carefully remove the survey (note how it 
doesn’t spoil the rest of the mag) and send it in 
before 15 November, to ensure your entry is 
included in this brillant prize-draw! 

This survey was brought to you by Game Zone 
and the lovely Konami, so here’s a logo: 


Choose between 
these three 
great games! 


TINY TOON 

ADVENTURES: 

BUSTER 

BUSTS 

LOOSE 


19 Which of the following have you been to in 
the last three months? 

Burger King □ 1 

Other burger chain □ 2 

Pizzaland Q 3 

Pizza Hut 0 4 

McDonalds 5 

Perfect Pizza □ 6 

KFC Express □ 7 

Spud-U-Like □ 8 

Finally, some 
questions about you: 

20 Are you: 

Male ^ 1 Female □ 2 


21 How old were you last birthday? 
(please^rite in below) 

. 


Audio Video Camcorder 

cassettes cassettes cassettes 

10 or more □ 1 □ 1 D 1 

5-9 |I]'2 O'2 

3-4 hs e/s n3 

1 -2 0^4 □ 4 O ^ 

none D 5 0 5 


money: 


16 Please show us which of these accounts 
you have and if you opened the account in the 
last 12 months: (Leave blank if you have none 
of these) 



Have 

New in 


account 

last year 

Bank current account 

□ 1 

□ 1 

Bank deposit/ 

02 

□ 2 

savings account 

Building society current account U 3 

□ 3 

Building society deposit/ 
savings account 

Zf4 

□ 4 

Post Office Girobank account 

□ 5 

Qs 

Post Office savings account 

□ 6 

- - , 'O: 6 






















If you’re in trouble and need a helping hand, then 
grab a mug of tea and join our happy band. 

We’re the experts who know everything, so don’t 
you worry and...er be a ding-a-ling. 

If it’s tips you want, then here they are... um 
something, something and you won’t have a care. 

Oh, dear. Listen, I don’t ususally have to do this. 
You see I’m Daniel Remberton’'s mum, but I’ve had to 
send him off to bed... well he’s been staying up far 
too late doing all these cheats and he needs a rest. 
I’m sorry but when it comes to my son’s health I 
won’t have any funny business. 


N OW I know you’re all wondering 
where we get our cheats from 
(no we're not - bored readers). 
Ah, well, you might be if I said 
we’d give you £50 for any that 
are used. (Well we're slightly more 
interested - slightly more intereseted 
readers). And you’d be ecstatitc if I told you 
we’ll also send you the biscuit of the 
month. (We are! - Ecstatic readers). Right 
then, that quelled a potential revolution 
didn’t it? 

(In the tone of an enthusiastic scout 
master) OKAY, you happy readers you, 
send all those tips to: 

More Tea Vicar? 

PG Tips 
Game Zone 
30 Monmouth Street 
Bath, Avon 
BA1 2BW 

game index 


alien 3 

SNES 

p73 

alien vs predator SNES 

P71 

axelay 

SNES 

p73 

balloon kid 

GB 

p73 

batman returns 

NES 

P72 

batman returns 

SNES 

p73 

best of the best 

SNES 

p73 

b.o.b. 

SNES 

P71 

crash dummies 

GB 

p73 

dragon’s lair 

SNES 

P72 

dyna blaster 

GB 

p73 

krusty’s fuhouse snes 

p73 

lost vikings 

SNES 

p72 

paperboy 2 

GB 

p73 

populous 

GB 

P71 

prince of persla 

SNES 

p73 

pugsley’s scavenger hunt 



SNES 

p73 

robin hood 

NES 

P71 

sonic blastman 

SNES 

P71 

star wars 

GB 

P- 

star wars 

SNES 

p73 

SFII Turbo 

SNES 

P72 

super mario kart SNES 

p73 

the flash 

GB 

P72 

tiny toons 

SNES 

P72 

ww^ 2 

SNES 

P72 


N.B. The biscuit of the 
month is those nice 
crunch creamy ones. 


: ! I I C ■ I, ' J.l I ■ I- ' :■ 

Unfortunately I have to be all nasty and horrid 
sometimes, and this Is one of those terrible 
times. So don’t gimme, gimme: 

O Any cheats without the name of the game AND 
the format it’s on. 

O Unreadable handwriting. 

O Anything to do with Mario whatsoever. Or any 
SFII super turbo mode cheats. 

O Your initials. FULL names please or we start 
‘inventing’ names. 

O A small root vegetable. 


alien vs 
predator 

If you were unlucky enough to buy 
this small damp-sponge of game on 
import ‘console’ yourself with Tyrone 
Williams words of wisdom on how to activate the 
secret options screen. 

During the Intro, wait until the girl has turned 
into a stone, then press START. Now press and 
hold L, then RIGHT, then X and then press 
START. The secret options screen should now 
appear as if by magic, right before you’re eyes! 


badaibB 

“Here are all the passwords for 
B.O.B. on the Super NES.” wrote 
Craig Martin, somewhat deviously. 
He was right: 

950745, 

672451, 

652074, 

462893, 

743690, 

144895, 

481376, 


171058, 

472149, 

272578, 

265648, 

583172, 

103928, 

775092, 


4 On the title screen , press A eight 

times and B eight times. This should 
y reveal a password screen. On this 
^ enter any of the following codes to 
get to various parts of the game: 

CATACOMB, WALL, LOCKSLEY, DUBOIS, 
CHONE, CATEDRA, BOAR, WELL, CHAPEL, 
MASTER, TAX, POND, TOWN, TOWN HANG and 
CASTLEIN. 

Thanks to William Cleus. 


sonic blastman 

It’s a pretty sad game but Peter 
Robinson obviously doesn’t think 
so, as he’s sent in a couple of 
cheats for It, which he says work on 
the American version. 

First the level select. To activate it, select the 
option screen and choose music. Change the 
number next to the music to the stage you want 
to play. Now press and hold down SELECT. With 
this held down, press L, R, R, L and START. You 
should now be whisked off to that level! Also if 
you select BOSS as a number you’ll go straight 
to the bosses, and HIT will send you to the 
bonus round. 

The second cheat allows you to change the 
level of difficulty to a new setting, “Very Hard”. 
To do this, when the title screen appears hold 
down L and R simultaneously and press START. 
You will now find the new setting waiting for you 
on the options screen. 


Get down and get funky, well, get down and don’t get shot. 


© populous 

According to the packaging of this 
rather good god sim, there are 5000 
worlds to conquer, but Nell 
Muggleton thinks otherwise. In fact 
he says that there are only 988, and he’s seen 
the ending as proof. But Instead of writing off to 
Anne Robinson on TV consumer programme 
Watchdog, he’s sent us all his codes. Good 
choice of action. I 
1 

0 - GENESIS, I 25 - QAZITORY, 

50 - HOBOZJOB, I 77 - RINGOXMET, 

100 - CALEOLD, i 125 - FUTDIMAR, 

150 - BINQUEME, 175 - ALPAPAL, 

200 - EOAMPMET, 250 - VERYOXT, 

325 - SCODEING, 350 - SUZDIEHOLE, 

400 - BADMEILL, I 450 - JOSYMAR, 

500 - SHADWILDON,' 550 - SWAUSDOR, 

600 - LOWOOND, ! 650 - MORSODHAM, 

700 - HAMOZER, ! 750 - ALPGBJOB, 

800 - HURTUOLD, | 850 - BUGSODME, 

900 - SCOOZMET, ■ 950 - SADET, 

977 - IMMKOPLOW, 988 - HAMUME. 


25 - QAZITORY, 

77 - RINGOXMET, 
125-FUTDIMAR, 
175-ALPAPAL, 

250 - VERYOXT, 

350 - SUZDIEHOLE, 
450 - JOSYMAR, 

550 - SWAUSDOR, 
650 - MORSODHAM, 
750 - ALPGBJOB, 
850 - BUGSODME, 
950 - SADET, 

988 - HAMUME. 


















3rd: Big splash 
4th: Knee drop 
5th: Elbow drop 
6th: Stomp 


Don’t know your 

MKjKS\ double chest-cavity- 
glNl^S) collapsing-bodyslam 
from your green-stick- 
fracture-arm-lock? 
Then thank Giles Callingham who 
has come up with these tips. 


O You are standing, opponent 
is running: 

1 St: Drop Kick 

2nd: Hiptoss and clothes line 


Strongest to weakest move: 


©Overall: 

1 St: Atomic drop and backbreaker 
2nd: Flying elbow drop (off the 
corner post) 

3rd: Choke hold, suplex and 
Bodyslam 

4th: Running, elbow drop 

5th: Big splash 

6th: Headbutt 

7th: Eye gauge 

8th: Knee drop 

9th: Elbow drop 

10th: Stomp 

11th: Punch and kick 


O Both wrestlers standing: 
1 St: Choke hold 
2nd: Eye gauge 
3rd: Punch and Kick 


O Grappling: 

1st: Atomic drop and backbreaker 
2nd: Bodyslam and suplex 
3rd: Headbutt 


O You’re standing, opponent is 
lying down: 

1st: Flying elbow drop (off post) 
2nd: Running elbow drop 


good luck and that you try the following: 

After the two snake bosses: 2D, 4C, 6A and 8B. 
After the large bat: 1B, 2D, 7A, and 8C. 

After the Grim Reaper: 3D, 4B, 5C and 6A. 

The Dragon’s Lair: 1A, 3B, 5C and 6D. 


EE3137AD - Hard Projectiles go slower. 


V turbo - special 

Well, it’s not that much of a special. 
Firstly, knowing how quickly these 
sort of things spread, then I presume that 
everyone knows about the cheat on SFII Turbo 
which enables you to put the turbo speed 
up to 10! 

But there are bound to be twice as many 
people who don’t, so here it is courtesy of 
Michael Pauloff and R (don’t use initials, 
PLEASE!) Roberts. When the Capcom logo 
appears. Input the old championship code, 
which is Down, R, UP, L, Y, B, X and A. Repeat 
this until ‘turbo’ flashes across the screen. There 
are now 10 different speeds! 

Next up we’ve got lots of Game Genie codes, 
courtesy of those jolly nice Game Genie people, 
which apparently may change when you go back 
to the codescreen (by pressing reset) but don’t 
worry as this is normal, and you won’t need to 
alter them again. (NB - these are for the 
US version) 


Cl look-alike Jonathon Powling 

IN Cl has sent in a load of rather ‘special’ 
passwords. Before you ask why 
they’re so ‘special’ I’ll tell you. 
Exciting eh? These passwords not only put you 
on the chosen level, but you also become 
virtually invincible. In fact the only thing stopping 
you from becoming totally invincible, is that you 
can still die if you fall off a roof! 


Daniel Tranter, for some bizarre 
J reason, has sent me a snippet from 
a road atlas of Birmingham. Luckily 
though he has sent something of 
use, and it’s lots of codes for “The Flash”. When 
the Flash sign appears on the title screen, press 
Select and a password screen should appear. 
Then try entering some of these passwords: 

TRACK 29, TRACK12, TIN ALLEY, GORBY WAY, 
RUE IE DAY, FUN HOUSE. 


Level 1-1:1995 14 
Level 1-2:1996 14 
Level 2-1:199714 
Level 2-2:199814 
Level 2-3:199914 
Level 3-1:199! 14 
Level 3-2:199B14 
Level 3-3:199X14 
Level 4-1:199D14 
Level 4-2:199Y14 
Level 4-3:199Z14 
Level 5-1:199* 14 
Level 5-2:1991 14 
Level 6-1:199214 
Level 6-2:199214 


^1^ tiny toons: 

buster busts 
loose 

If you’re having lots of trouble with 
this, then you’d better consult Jonathon Hatfield, 
as he has a rather handy cheat for infinite 
continues. He says that if you want them, simply 
enter Plucky Duck, Babs Bunny and Bookworm 
as a password. Anyone still unable to finish the 
game now is pathetic and deserves to be locked 
up. Or so says Jonathon. Nah, so there! 


BBAE1DD -1 St bonus round is 99 seconds long 

DD057F04 - Infinite time 

DDF17D60 - Do some special moves in the air. 

DD18570D - The 1 st hit of any kind defeats 

opponent. 

8ED287A9 - Invisible Players 
DF045DAF - Winner of second round wins battle. 
D071E460 - Charging is not required for 
some moves. 

3E3137AD - Hard Projectiles go faster. 


dragon’s lair 

This password system, although 
original, is nigh on impossible to 
use. So, if you can do it properly. 


lost vikings 

Not only have Lee and Luke Walker 
found the first 26 passwords to that 
Scandtastic game The Lost Vikings. 
Also thanks to the many other 
people who sent codes in, most notably Richard 
Stanton, Stuart Norman, and Ester Bevers. 


2: GR8T, 

4: GRND, 
6: FLOT, 

8: PRHS, 
10: BBLS, 
12: QCKS, 
14: C1RO, 
16: JMNN 


1:STRT, 

3: TLPT, 

5: LLMO, 
7: TRSS, 
9: CVRN, 
11: VLCN, 
13: PHRO. 
15: SPKS, 


That’s some lovely trellis work you’ve got there. 


He looks like a mouse with wings... but that’s good! 
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controller 2 press UP, X, LEFT, Y, DOWN, B, 
RIGHT, A, UP AND X. Once you’ve done this you 
should hear a ringing sound which indicates that 
you’ve now got a whopping 9 continues! Also, 
according to Steven Peel, if you stay on the 
options screen and press UP, UP, DOWN, 
DOWN, LEFT, RIGHT, LEFT, RIGHT, B and A you 
should receive a bundle of extra lives! 


18: JLLY, 
20: BTRY, 
22: CBLT, 
24: SMRT, 
26: NFL8, 
28: CMBO, 
30: TRDR, 
32: WRLR, 
34: TFFF, 
36: 4RN4, 


17: TTRS, 
19: PLNG, 
21: JNKR, 
23: HOPP, 
25: VSTR, 
27: WKYY, 
29: 8BLL, 
31: FNTM, 
33: TRPD, 
35: FRGT, 
37: MSTR. 


paperboy 2 

Obviously feeling rather gutted at 
low?V J Bunny” of games, 

y Neil Muggleton has decided to 
share his codes on the “pathetic” 
Paperboy 2, for the second and final weeks. 


This one is just about the most 
y / infuriating cheat we’ve ever had 

sent in and we were all dead set on 
going round to Neil hardman’s house and kicking 
his head in. Untill of course we got it right once, 
our lives have much improved. 

To get yourself a boost start then start a game 
and go Into a race.When Latiku floats down with 
the starting lights, wait untill the first one flashes 
and goes beep. Then press and hold down the B 
button. The timing is very important and It is 
probably going to take a few goes before you 
get it right, but once you do you’ll race ahead of 
the pack, which is no mean feat. 


If you look closely you’ll notice, Dirk wears white socks. 


® krusty’s super 
funhouse 

It’s a goody and what’s more it’s an 
easy one. On the title screen enter 
ther the password system and put in the word 
JOSHUA, with a space at the beginning and the 
end. This will open all the doors in the funhouse 
for you and an\Hime you need more pies just 
press the L and R buttons together. 


2nd week: Route 3875 
Final week: Route 7946 


batman returns 

Holy Ben Johnson. Another Bat- 
cheat! To get some extra continues 
go to the options screen and on 


pugsley’s scavenger 
hunt 

3BA537D4 + DBA53704 - Jump very high 
indeedy. 

7DEDD40D - Start with 64 lives. 

49C9476D - Each Dollar worth 25 7. ^ 


The best set of Game Genie codes published 
every month win a smart new cart from those 
painfully pleasant people at Hornby Hobbies. 
Everyone else gets diddley squat, with the 
exception of their names being mentioned in 
our fabbo mag. So get sending in your 
ORIGINAL codes (They’ll check if you’ve 
pinched them from somewhere, and you’ll 
have got all excited for nothing, as you won’t 
get a prize!) to: I am stupid, Game Genius, PG 
Tips, Game Zone, Bath, Avon, BA1 2BW. 


alien 3 

3C2844D4 - Infinite ammo for pulse rifles 
3C223D54 - Infinite ammo for grenades 
3C253704 - Infinite ammo for flame thrower 
D4641D60 - Take less damage 


‘Slick your job to’, what aare you bimbling on about? 


O This month’s contributors are Jamie 
Stiraker, Joe Matthews, Richard Burton and 
Nick Kessler. The winner is Phillip Rogers, 
who wins himself a copy of Alien 3 on the 
Game Boy. 

star wars 

4A21 14D5 - Infinite Continues 
553A 1764 - Blaster power-ups remain 
after dying. 

DDB9 CF67 - Choice of three characters 
at beginning. 


Prince of Persia 

6D320FA1 + DC3204D1 - Freze timer 
D43004A5 - Start with two health points 
D13004A5 - Start with six health points ^ 
DB3004A5 - Start with nine health points 
FD3004A5 - Start with 15 health points 
BAA6ADA5 - Non fatal Injuries do no damage 
43C96D61 - Non-fatal falls do no damage 
6DC06701 - Falls do no damage 
C260A701 + DF6CDFAO - All enemies have 
one health point 

C260A701 + D46CDFA0- All enemies have two 
health points 

C260A701 D76CDFA0 - Allenemies have three 
health points 

BA69ADA1 - Enemies drop dead Immediately 


Best of the Best 

828DD409 - Infinite special moves 
DFC36D69 - Start with one special move 
D6C36D69 - Start with eight special moves 
BAC36F69 - No special moves for player two 
D4C30DAD - Player one can play with any 
boxer (no special moves) 

DCC30FDD - Less strength 
DCC30F0D - Less resistance 
DCC30F6D - Less reflexes 
74C30FDD - More strength 
74C30F0D - More resistance 
74C30F6D - More reflexes 
D68FAD65 - Almost infinite energy 


axelay 

D866 D7A7 - Start with nine 
credits 

C2C5 DDDF - Infinite credits 


balloon kid 

083 C49 E6A - Select a single 
game and enter this for a surprise 
in single play mode! 


- Infinite time on Game A 
Start on the 9th level of game B. 
You get Infinite gold on Game A 


crash dummies 

082 A9F F7E - 8 lives 

001 3EC E6E - Infinite time 

851 49C E64 - More money per hit! 


Go on Ripley... er run for it. 










A long time on a galaxy 
far, far away some bloke 
called Ben Phealy sat 
down and wrote out the 
complete solution to Star 
Wars on the Game Boy. 
Actually it was here on 
earth and it wasn’t that 
long ago it only a week 
last Wednesday. Still 
where would we be 
without cliches, eh? 
Actuaily we’d be a darn 
sight better off, think of it 
we’d just have original 
text coursing through our 
pages... fBloody hell Just 
stop wibbling you 
schixophrenic pedant. - 
Ed.). So I’m a pendant am 
I? (Oh good grief. - Ed.). 


A: Sandcrawler. This is where 
you’ll find R2D2. 

B: This is the cave you enter at the beginning to 
get a decent gun. Nuff said? (Who do you think 
you are pal? Stan Lee? Ed.). 

C: Fight past mole like creatures for one shield. 
You can shoot the creatures or use the light 
saber while they’re surfacing, but it’s often 
easier to just jump over them. 

D: In this cave you have to get past flying 
creatures to get hold of the power-ups, extra 
lives, and more importantly the light sabre. 

E: There are two shields to be found here along 
with boulders, flying adversaries and other 
nasties to hinder your progress. There is 
sometimes a call for a long jump here. 

F: A cave full of huge sandpeople lies here. They 
can be destroyed with the light saber with just 
one hit, but if you aren’t confident with this 
weapon just shoot them. It takes quite a few hits 
to kill them and it’s best to shoot from a distance 
and then take cover and keep on firing. 

G: Fight your way past slugs for one shield, this 
is quite a hard level. 

H: Mos Eisley: First enter the canteen to pick up 
Han Solo. This level is packed with bad guys. 


How to got... 


O Maximum Lives: Enter cave D. There is 
a bridge camouflaged in a wall near the 
end of the cave. Walk along the bridge, 
then jump across. If you don’t have the 
light saber, fire at the bad guy, then jump 
back and jump forwards when he runs 
away and repeat this attack. Once you’re 
past him you can collect two extra lives. 
To get a maximum of eight extra lives you 
can re-enter the cave as many times as 
you need to. 


Dead easy, just move the cursor to the bottom of 
the screen and keep It there. By doing this you’ll 
get through unscathed! 


Dig that funky tune man, hey these guys can really play, 
there’s do way they’re going to get the girls though. 


There’s also an alien with a powerful gun that 
can only be destroyed with a light saber, so 
watch out for him! Once you’ve picked up Han 
Solo, use him to get out of the canteen and to 
the Falcon. Keep a look out for docking bay 94. 










win 








O Maximum Shields: Enter cave C to 
collect a shield at the end. This may take 
time, but It’s a fairly easy cave. To make it 
easier, after you’ve passed the first 
baddie, fall off the platform onto the right 
one below and press Left on the control 
pad. You should be able to jump from 
rock to rock and collect the shield with no 
baddies in your way. (You do lose one 
energy unit when you do this though) The 
maximum number of shields is eight. 



























To get out of the hangar use Han Solo to get 
past this small platform shooting bit - he has the 
best gun. Once you’re out of the hangar kill the 
trooper and do not use the lifts. Keep moving 
along the hallway until you see a robot device on 
the floor. Jump over it and you should have 
made it to the control room. 

Here you must run through the control room, 
kill the two troopers and avoid the missiles fired 
from the machines above you to get to the 
computer outlet. After the dialogue you will 
automatically go back to the lift behind the robot 
device on the floor. 


Jump over the robot very quickly and move 
along the corridor. Take the second lift you come 
across. On the next floor go forward and take 
the first lift, then jump off the platform and land 
on the one immediately below it and take the lift. 
Next floor: Kill the trooper, forward and take the 
first lift. 

Next floor: Kill the trooper, forward and take the 
first lift. 

Next floor: Turn around, take a run and a jump to 
the next platform and take the lift. 

Next floor: Forward and jump over the trooper 
with the cannon. Then jump from platform to 
platform (using the long jump) and use the lift. 
Next floor: Turn, then jump from platform to 
platform as before, but in addition move to the 
edge of the platform so that only one foot is on 
the ground before jumping and take the lift. 

Next floor: Go forward and take the nearest lift. 
Next floor: Forward, kill the trooper and take the 
first lift. 

Next floor: Jump from platform to platform as 
before. These are difficult jumps. Also the 
second jump takes you to a very small platform 
where the lift is. Once there press Right on the 
control pad and you won’t lurch forwards and 
fall off. Take this lift and the tractor beam is on 
the next floor. 


Jump onto the ladder, climb to the top and turn 
to face the tractor beam. Allow yourself to fall off 
and fire at the machine part as you fall. Repeat 
until It is destroyed, and with good timing you 
should be able to evade the lasers on the ceiling. 


First Floor: Go forward and take the lift. 

Next floor: (Same as above) 

Next floor: Turn around and use the long jump to 
get to the next platform. Avoid the robot by 
jumping over it every time it’s close. 

Next floor: Go forward and take the second lift. 
Next floor: Forward, go to the second prison cell 



If there’s one thing I like it’s a man who takes his jumps 
seriously, look at the height on that. 


and open it by pushing up on the control pad 
and lo and behold you’ve found the queen of 
crappy haircuts. Princess Lela! 

(Extra hint: There is a power up by the first 
prison cell, if you take it then open the cell and 
close it a new one appears. You can keep 
collecting as many power ups as you need by 
repeating this process.) 


First Floor: Go back up the lift. 

Next floor: Turn around and take the nearest lift. 
Next floor: Turn around and take the lift at the far 
end of the corridor. 

Next floor: Kill trooper and take nearest lift. 

Next floor: Take the nearest lift. 

Next floor: Do the same as above. 

Next floor: Kill trooper, go forward and ignore the 
lift, instead walk to the end of the platform, jump 
onto the next and take the lift. 

Next floor: Just go to the black door and you’re 
onto the next stage. 


Forward, jump onto the moving path, jump over 
the robot, onto the next moving path. Avoid the 
spikes at the end and get to the end then jump 
onto the platform above. Jump over robot, use 
lift and avoid spikes and then go to the platform 
above. Wait until the next robot isn’t facing you 
then jump on to the platform and jump over it. 
Go forward, avoiding the robot, jump onto the 
moving floor, jump onto the next one and the 
one after that, making sure to avoid the spikes. 

Go up the ladder, onto the moving floor and 
jump, jump, jump! Wait until the machines go up 
and jump across fast. Stand on the edge of the 
platform, and as soon as you see the machine 
on the next platform jump, jump to the next 
platform and avoid robot and get to the lift. On 
the moving floor go up and forward, jump on to 
the next platform and you’re in the trash 
compactor! 

Here, just stand right where you are, wait until 
the beast is right below you and hit it with the 
light saber! 


Go forward, kill the trooper, forward, kill next 
trooper. Go up in the lift, jump high to get to next 
platform, forward, jump, jump and avoid trooper 
with cannon. Go up in the lift, jump forward to 


next platform (avoid the spikes below). Forward, 
jump, kill trooper, forward, jump, get on the lift 
and go as high as you can and jump onto the 
highest platform you can see. 

Stand on the edge and kill trooper, forward, 
jump, avoid trooper with cannon, get on lift and 
jump to next platform. 

Now go forward, jump, forward, jump, forward, 
jump, then down the ladder, kill trooper, forward, 
jump, and avoid trooper with cannon. Go up in 
the lift, jump forward to next lift, jump forward 
again and go up ladder. Then go forward, up the 
ladder, kill two troopers, forward, jump over 
another cannon toting trooper and go up the lift. 
Then go forward to the next platform, run and 
jump over yet another trooper with a cannon, 
and finally you’ve made it! 


Here there are about twenty or so TIE fighters to 
get past. They attack in groups of two. Your 
lasers should work more effectively if you fire 
pressing buttons A and B at the same time. Keep 
your sights in the circular part and keep firing. If 
at any point you’re low on shields forget about 
the TIE fighters and concentrate on shooting the 
missiles they fire at you instead. 


As before on the Millennium Falcon, keep on 
firing in the central part of the screen and 
destroy the missiles the fighters fire at you if 
you’re low on shields. 


If you press A and B simultaneously when firing 
you can use a very handy rear laser so that you 
can easily destroy the TIE fighters that attack 
you from behind. It’s probably best to just fire 
constantly so that you can concentrate on 
moving your X-Wing through the trench without 
crashing. 

It is blatantly obvious where the thermal 
exhaust port is as it’s a large black hole. Simply 
go straight through it without firing your lasers 
and missiles and you’ve done It! Simple eh? Give 
yourself a pat on the back or something, but do 
remember that you must complete EVERY task, 
e.g. getting light saber and explore every cave 
etc. to complete the game and score 100%. 
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Some really toug 
blokes. And a de 
bloke with a I 
who didn’t buy a 
copy of GoodfellaSj the game 
of the fiim, when the reaiiy 
tough biokes asked him very 
politely indeed. Get the idea? 


Film licences. TheyVe a 
staple of the game world. 
And, almost without 
exception, theyVe crap, 
because they stick to the 
walking along and 
shooting people type of 
game. Jan^thain Nash and 
Cecil B DeGeezer 
Productions unveil a new 
range of more ambitious, 
imaginative movie games 
and make pots of cash at 
the same time. 

goodfellas 

The film: Martin Scorcese’s Oscar-winning 
gangster picture tracing the rise and fall of a trio 
of mobsters and their friends. 

The game: The film’s structure makes naturally 
for a five-part multi-style game. 

1. Police pick-up 

You’ve been picked up for a robbery in fact 
committed by Joe Pesci. 

In a Monkey Island-style conversation, you 
have to talk your way out of a custodial sentence 
without incriminating Joe and thus being marked 
for death. 

2. Car bomb capers 

Paul Sorvino wants you to torch a plan-view car 
park full of limos. But a strong wind keeps 
blowing out your matches. Avoid the security 
guards and make your way to the lee side of the 
ticket machine to complete your task. 

3. Bury Billy Batts 

Joe Pesci has inadvertently killed one of the 
‘goodfellas’ - a capital offence. Using a 
combination of map view and Out Run-style 


gsmes that 

m should be 

films 


tetris 

The game: Tetris. TETRISl Good Lord. 

The film: A black-and-white political allegory as 
directed by Sergei Eisenstein. ‘It’s a fable for our 
time, and of our time’ - Barry Nornam. 

Sample scene: Andrei is working in the fields. 
Natasha questions him on the quality of their life 
in 1920s Communist Russia. 

Natasha: I see that Grigor the tractor 
operative has joined the collective. 

(Flash cut of block labelled ‘Grigor^ falling into 
a Tetris configuration). 

Andrei: It makes sense, Natasha. One should 
not be conspicuous these days. 

(Flash cut of block labelled ‘AndreT falling into 
same configuration). 

Natasha: Pah! I refuse to conform to 
accepted beliefs. I retain the right to question 
the actions of authority. 

(Flash cut of upraised fist labelled ‘Natasha’ 
falling into same Tetris configuration as Grigor 
and Andrei. Other blocks fall around her, 
crushing her down into their shape). 

Andrei: We must hurry. The rains are coming. 
(Flash cut of pram bouncing down steps. 
Soldiers fire on Natasha’s grandm^er. Bl^k 
clouds roll over Moscow). . 

Natasha: I’m expecting your child, Andrei.^ 
(Chilling pause). And he’s late. 

Andrei: Yes, he’s probably hanging around 
the chip shop or something. 


zombi^^il^ my 
neighbours 

The game: Laugh riot blasty offering with bro 
and sis Zeke and Julie trapped in movie [^ 
monsterland. 

The film: Laugh riot blasty offering with bro and 
sis Zeke and Julie trapped in movie monsterland 
as directed by Sam Raimi. 

Sample scene: Zeke and Julie are facing off 
against a gigantic subterranean worm In a mist- 
enshrouded, overgrown garden. 

Julie: I think we’re in trouble. 

(A low rumbling fills the air. They look down. 

They look at each other. They look forwards. 
Dazzling point-of-view shot of worm tearing 
through the earth, half above ground level like an 
ice-breaker. Huge close-up of worm’s eye as it 
sights Zeke and Julie. 

Reverse angle of Julie lugging round the 
bazooka. Flash cuts of shell being pulled from 
ammo bag, slammed into bazooka, breech being 
worked and sight snapped into place. Cut to 
worm spiralling through the ground towards 
them. Julie aims the bazooka. Her finger 
squeezes the trigger. 

HugercJpse-up of worm’s eye as the burst 
from fhephe// being fired flares on its iris^ 
Gigantic explosion blows worm out of the 
ground, straight up into the airrSide-on^ 
upwardly tracking ^hot as worm blasts up 


A few games have 
enough depth, 
characterisation 
and action to 
warrant being made 
into films. Super 
Mario Bros isn’t 
one of them, but 
there you go. Come 
to think of it, neither!, 
is Street Fighter 2. f 
Ah well. Two games ^ 
that do fit the bill 
are Tetris and 
Zombies Ate My 
Neighbours, and 
Cecil B DeGeezer 
Productions has 
already signed 
them up, so hands 
off. 






































das zwei 
heimat 

The film: A 28-hour soap 
opera-ish story of everyday 
German folk. 

The game: An 
RPG epic 
where you 
take some 
completely 
normal people 
from birth to 
their deaths 
approximately 
seventy years 
later. Includes 
battery back-up 
feature. 

“Don’t go in the 
shower.’’ “No, really, 
don’t go in the 
shower.’’ “We’re not 
joking, Janet.” Etc. 


psycho 

The film: Hitchcock’s 
masterly comic horror 
which cleverly exploits 
everyone’s fear of their 
^ mother’s 
shower unit. 

Or something. 
The game: 
Split-screen 
antics 
Dungeon 
Master style 
as Norman 
and Mother 
fight for 
control of 
the same 
body while 
various 
characters 
have a 
good wash. 


the 

ladykillers 

The film: Ultra-black 
comedy with five 
disreputable criminals 
trying to dispose of an old 
lady who’s got hold of their 
loot, but accidentally killing 
off each other instead. 

The game: In the first 
nihilistic point-and-click 
adventure, utterly fail to 
murder ‘Mrs Lopsided’. You 
can play 
any of the 
gang, but 
it won’t 
make any 
difference. 


But what music were they 
playing, eh? We know. 



sliver 

The film: A Joe Eszterhas 
whodunnit with exactly the 
same plot as every other 
Joe Eszterhas whodunnit. 
And Sharon Stone. 

The game: A strategy game 
where you use security 
cameras to find Sharon 
then open and close 
various doors to guide her 
to a bathtub. 


Bonham-Carter 
and walk along 
shooting 
people. 

“So, do I get me 
kit off in this film 
then?” blushed 
Sharon as the 
cameras rolled on 
Basic Instinct 2 
with John Noakes. 



merchant- 

ivory 

simulator 

The films: Screen versions 
of EM Forster novels, 
responsible for the view 
that British films are all set 
in large gardens populated 
by very nice people wearing 
pantaloons. 

The game: Play Helena 
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racer, drive around the countryside 
and find a safe place to get rid of the 
body, avoiding the picnicking tourists, 
construction site workers and 
wandering scout troops. 

4. Knock knock 

The police are are about to raid your 
house, and you have to get rid of ‘the 
evidence’. But your toilet won’t flush. 

It’s a race against time in this 
platform level to find the Yellow 
Pages and then arrange for Mario the 
plumber to arrive before your front 
door is broken down. 

5. Big end sequence 

You’ve made a deal with the police 
and chosen a new identity under the 
Witness Protection Programme. 

One day you meet Robert De Niro 
at the shops. In a similar level to 
Police Interrogation, you have to keep 
him amused at the checkout with 
small talk. An on-screen meter shows 
his level of suspicion. 


should be 


through the branches of a tree. As it reaches the 
apex of its flight, its jaws close hopefully on a 
small branch. A moment passes, then the 
branch snaps dolefully and the worm plummets 
to earth, smashing into the crater. Dull rumbling 
dies away. Hold tilted shot ofZeke and Julie 
standing motionless as the smoke from the 
bazooka curls away.). 

Julie (out of the corner other mouth): Stay 
exactly where you are. It tracks by sound. 

Zeke (out of the corner of his mouth): Don’t 
worry, I’ll think of something. 

(Suddenly a chainsaw killer crashes through a 
nearby hedge. He whirls the saw above his head, 
thundering towards the defenceless pair. 
Overhead slow-motion shot as the worm erupts . 
from the ground, its jaws .. 

opening around '' ' ' 

the chainsaw ' v ; ’ ^ 

killer, lifting him 

into the air before - Vv, 

snapping shut and ' 

withdrawing into ' - -^4 

the earth. The - 

chainsaw thuds i ^ V , * ^ ‘ 

dully to the ground, . > ■ • ' - 

its engine roar rV-, ^ 

dying away into an 

embarrassed -S ' < 

Exactly as I planned, 


You know wise :■ r ' 
the audic-isce li. Ivir-. 
one hiih i - 

the her< ej.r- i:«- i I ’ 

liiii v:;;. --.? y-M 
Ah. I ;:r.I 

There’s also an opportunity 
for some clever theatrical 
entrepreuner to stage a 
game pantomime; say. 
Legend Of Zelda with June 
Whitfield as Zelda and Billy 
of Billy and Bonzo as Link. 
The audience could then 
actually influence the plot, 
viz: ‘Where’s Agahnim?’ 
‘He’s behind you!’ 


Super Mario Bros, eh? It’s sort of like a big advert with I 
Hoskins in it. Or something. 


The famous 
garden scene 
from Zombies 
Ate My 

Neighbours, set 
i in a famous 
garden. With 
some zombies. 
; And 

i neighbours. 


.. ’ ‘Where’s the 

blacksmith’s 

brother?’ ‘He’s in the Dark 
World In the area to the . 

south of the village 
and you’ll have to d 

lift a heavy S 

stone to get 
to him!’ 
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SUPER RES, 


SUPER RES, 


reviews frenzy 


robocod 


I I I enclose a cheque/postal order for £_ 

made payable to: FUTURE PUBLISHING 

I 1 1 would like to pay by credit card: 

I I Visa Q Access 

Card number: 

□□□□□□□□□□□□□□□□ 


Please rush me the following back issues at £2.50 each: 
(Tick appropriate boxes) 

GZN1/01 □ GZN1/09 

GZN1/02 □ GZN1/10 

GZN1/03 □ GZN2/01 

GZN1/04 □ GZN2/02 

GZN1/06 □ GZN2/03 

GZN1/07 □ GZN2/04 

GZN1/08 □ GZN2/05 


GZN2/06 

GZN2/07 

GZN2/08 

GZN2/09 

GZN2/10 

GZN2/11 

GZN2/12 


still available 

some issues from Game Zone Vol 1 
Issue Nol Code =(GZN1/01) 

Issue No2 Code =(GZN1/02) 

Issue No3 Code =(GZN1/03) 

Issue No4 Code = (GZN1 /04) 

Issue No6 Code = (GZN 1 /06) 

Issue No7 Code = (GZN 1 /07) 

Issue No8 Code = (GZN 1 /08) 

Issue No9 Code = (GZN 1/09) 

Issue NolO Code = (GZN 1/10) 


Signature 


Expiry date 


Overseas orders must include a further £4.00 to cover postage 
and payment by in £ sterling. 


POSTCODE 

Please send completed form to: Game Zone, Future Publishing Ltd, FREEPOST, Somerton, Somerset TA11 7BR 
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GAMEBCf^. 


competition propad 


ever again. 
Unless you 
want to 
that is. 


Do you find shops a 
pain? TheyVe aiways 
full Of dead useful stuff, 
but they’re always 
imiles away and it’s 
always raining... 

Then fret no more, sit 
back and enjoy the 
leisurely way to shop. 
Game 2rone’s own mail 
order pages... 


game genie (for nes) 

Live forever, leap high things in a single 
bound and punch other things harder than 
ever before - on your NES. The Game 
Genie enhances your carts by letting you 
customise the game. Just enter the 
special codes (huge lists of which are 
printed in PG Tips) and you can choose 
which level you start on, how many lives 
you get or even make your characters 
invulnerable. It’s . 

friendly to use and ; ^ 

new codes are 

published every j jj) 

month. If you’ve j vllHHfTT ( 3 / 

got a NES, it’s I ^ 

a must. 

RRP 

OUR , ^7^ 


e29.s 


Scientific tests undertaken by Game Zone 
scientists prove that carts and Doc Martens 
do not mix. In fact, they do not even try to 
mix. The boot remains unharmed while £40 
worth of game becomes an intricate (albeit 
useless) 3D jigsaw. Video Game Preservers 
can help you prevent such personal 
disasters. 1) Because they’re dead tough 2) 
Because they’re dead bright and colourful 
3) Because they’re such a barg. 

NES 3 PK: OUR PRICE £4.49 
NES 5 PK: OUR PRICE £6.49 
SNES 3 PK: OUR PRICE £4.99 
GAME BOY 3 PK: OUR PRICE £4.49 
GAME BOY 5 PK: OUR PRICE £6.49 


Say goodbye to those sore finger blues. (Pardon? 
Ed.) No on your SNES! The Competition ProPad is 
not only a smart joypad, but it also features some 
of those nifty little auto and turbo fire buttons, 
slow motion and an eight-way selector. All of 
which are what’s known as dead handy, even if 
they are a bit like cheating - a bit. 

OUR PRICE ONLY £16.99 


Want to play the very latest Japanese and 
US games? Can’t because you’ve got a 
British SNES? Then fret no more old pal 
o’mine. Get a Universal adaptor, slap it into 
your SNES and you’ll never have to say “I 
wish they’d release stuff quicker in UK” - 


OUR PRICE 

ONLY 

£16.99 


HOW TO ORDER 

O Fill in the application details on the 
coupon below in BLOCK CAPITALS and 
send the correct payment to: 

Game Zone, Mail Order, Future 
Publishing, FREEPOST, Somerton, 
Somerset, TA11 7BR. 


O All prices include VAT and are post 
paid in the UK. 

O For overseas orders please add 
£4.00 to your order total to cover 
extra postage. Please allow 28 days 
for delivery. 


DP07A 

□ GAME GENIE (FOR NES) 

£29.99 

DP11A 

□ NINTENDO 8 BIT VIDEO GAME PRESERVER (3 PK) 

£4.49 

DP12A 

□ NINTENDO 8 BIT VIDEO GAME PRESERVER (5 PK) 

£6.49 

DP13A 

□ NINTENDO Super NES VIDEO GAME PRESERVER (3 PK) £4.99 

DP14A 

□ NINTENDO GAME BOY VIDEO GAME PRESERVER (5 PK) £4.49 

DP15A 

□ NINTENDO GAME BOY VIDEO GAME PRESERVER (3 PK) 

£6.49 

GZUA01 

□ SUPER NES UNIVERSAL ADAPTOR 

£16.99 

GZPP02 

□ COMPETITION PROPAD 

£16.99 


D I enclose a cheque/postal order made payable to 
FUTURE PUBLISHING 

Or... Please charge my D Visa D Access 


Credit card No 
Expiry date_ 


Cardholder's name . 


Cardholder's signature. 


Name 


Address 


POSTCODE. 


Total number of items ordered 


Coupon valid until 30/11/93 






























Send your words of wit, wisdom and weirdness to 


You’ll have noticed there’s no 
picture of my huge inflatabie 
crayon this month. This is 
because it sadiy died after I 
dropped it in the street and 
jumped on it and kicked it 
under a bus and set light to 
the remains and pushed them 
in the river. An accident, as 
my infiatabie tapir will testify. 

Ssaelm, 30 Momnoiilh Street, Bath BA12BW 


for youp 
eyes only 

Jamie Westaway of 
Clwyd sent in a picture 
which was such an 
astute put-down of 
Colin Culk that I felt it 
had to be included In 
this months mag. 

However, if Culky ever 
clapped eyes on it he’d 
go spare, and would 
probably take the Game 
Zone office apart with his chain before driving in his Cortina to Wales - 
so I’ve stuck the picture over here. Hopefully he’ll be none the wiser. 



That’ll be a CoUir etilk’s a chicIcSn gag 
then. Funny isjn’t it? if 


how nosey? 

Dear Geez 

(1) What’s happening about the 
SNES CD? 

(2) Would you say that the 3DO is a 
serious challenge to the SNES? 

(3) When are we getting the price 
cuts that have been talked about? 

(4) Will Sensible Soccer be Multitap 
compatible? 

(5) I’ve heard about SNES hand¬ 
helds. Is this a wind up or not? 

(6) Are Bandai splitting from 
Nintendo? And if so, what results 
will this have? 

(7) Will we be getting any more EA 
sports sims for the SNES? 

(8) I don’t suppose you’ve got any 
cheats for Lethal Weapon? 
Matthew Lock, Avon 

% (1) Nothing to be frank. Nintendo 
have scraped the project for the 
simple reason that it wasn’t looking 
significantly impressive. 

They are however working on a 
sexy new machinette, the full 
details of which can be found on 
the first page of news. 

(2) A rival yes, but not a challenger. 
As yet the 3DO still has to be 
launched and the SNES is out 
there, wowing folks the world over. 
The 3DO, being a more recent 
machine will obviously have a 
better tech-spec than the SNES, 
but for first few years it will have a 
scarce software base - if it 
manages survives. 

(3) Happening. Look, read the 
flippin’ news will you. 

(4) No, or maybe yes. It would seem 


a sensible call. 

(5) Not a handheld (unless you’ve 
got massive hands) but there’s a 
lap-top version ‘In-development’ 
expect to see one, eventually. 

(6) No, because they already have. 
Nintendo are now doing their own 
UK marketing. Aside from that 
there will be no other effects 
whatsoever. 

(7) Look, if I have to point you at the 
news one more time... 

(8) Yeah, pop the tabs at the top 
and you can record another 
program on the same tape. Ed. 

it’s super, man 

Dear Geez 

I feel I must complain to you about 
Nintendo’s use of the word SUPER. 
In your last magnificent Issue I 
counted eight NES games, six 
Game Boy games and a huge 
whopping 18 SNES games, all 
beginning with the superlative 
SUPER in your fantastic Nintendo 
Games Guide. 

I believe Nintendo should widen 
their vocabulary in order to sell 
more games, and I’ve got a few 
suggestions: Magnificent, fantastic 
(already used in this letter), brilliant, 
excellent, great, terrific etc. Please 
pass my ideas on to the head of 
Nintendo, and if you have a spare 
copy of Starwing lying around I 
would be happy to take it off you. 
Duncan Ashwell, Huntingdon 
• Yes, and if you happen to have 
some spare gold bullion lying 


around I’ll be happy to take that off 
you, too. But onto your suggestions 
for alternatives to the word SUPER. 
Some might work, but as for 
others, well, can you really imagine 
a game called Great Probotector? 

Doesn’t really scan, does it? 
(Although Terrific Tennis is okay. I’ll 
admit). What Td like to see, 
however, is some honesty being 
brought into the proceedings. For 
instance, how about Crap Air 
Diver? Ed. 


dorking? 

Dear Geez 

(1) Mario All Stars Is supposed to 
be a two player game. On the NES 
Mario 2 is a one player game. Have 


they changed Mario 2 or what? 

(2) A bunch of dorks at school 
reckon the (un)Mega Drive has 
Mode 7. Set them straight will you? 

(3) Is FX Trax for the SNES any 
good? 

Daniel Wyer, Kidderminster 

9(1) Or what probably. 

(2) The Mega CD does has a Mode 
7 style mode. But then it does cost 
a two hundred quid more than a 
SNES - what a barg! 

(3) We’ll let you know the second 
that it’s actually finished. Ed. 

’ken sad 

Dear Geez 

I’m writing to let you know about 
my crush on Ryu. I go to the arcade 


the gallery 

I know loads of you have been whinging 
over the years about Art Gallery type 
sections in most magazines, and how you 
don’t want them mucking up the pages of 
Game Zone. Well, tough. If I want an art 
gallery type section in Geez then I’ll have 
one. And this is it. However, there is a 
wee difference between Game Zone’s art 
gallery and all the hum-drum others, 
because you lot get to judge the pictures 
on display In ours. Next to each offering 
(two this month, as you may have 
noticed) is a coupon. Fill them both in. 

Cut them both out. Send them back to us. 
And hey, why not enclose something 
YOU’VE done while you’re at it. 



Lock', ir' lit- 




This unusual 
graphic was sent in 
by Jenny Green of 
Bolton. She’s 12. 
What do you think 
of It? (Tick the 
relevant boxes) 

I think It’s 
excellent. 

It has a certain 
Je ne sals quol. 

I have no 
thoughts about It 
either way. 

What is it 
exactly? 

Ha. 

Revenge of the catlike 
man thing...possibly. 


Name 


Address 


.Zip. 


This Street Fighter II (right) picture was sent In 
by Gary Jarman of Wakefield, West Yorkshire. 
He’s 12. What do you think of It? 

(Tick the relevant boxes) 

It’s amazing - far better than the original. 

It speaks to me. It says ‘Anger, Hate, Pride’. 
Everyone’s done that picture before. 
























junk I mail 



^ Dear Geez 
I took all my junk to a 
car boot sale a few 
weeks ago. One 
specific item was a 
knackered NES which 
I had previously used 
as a toilet for my pet 
cat Tiddles. Some kid 
bought it off me for a 
fiver. Sucker. 

Sebastian O’Fahrity, 

Norwich 

^Excellent. I know exactly where you’re coming from, but for the 
benefit of any new readers who didn’t read the particular Game Zone 
letters page we’re both referring to, so I’ll show you the letter that 
sparked all this off. Ed. 


every day just to watch people play 
as him on Street Fighter II. I also 
kiss him at the arcade. He’s so 
sexy. And Ken’s alright too. 

Abigail (Abby), Tottenham, 

# / don’t know how to break this to 
you, so I’ll just say it straight. 
Apparently both Ryu and Ken are 
gay. Sorry. Ed. 

prophet 

Dear Geez 

I read in the September issue of 
Game Zone that Nintendo make 
enough profit to give each 
employee £1 million. It makes you 
wonder why they still keep their 
prices so high. 

They could probably get away 
with giving away some carts as 
cover mounts, let alone retailing 
them at £45 to £50. 

Nick Hutton, Kelso, Scotland 
/ / heard that Nintendo, in a fit of 
generosity, had actually decided to 
GIVE the million quid to each 
employee - and to cover 
themselves they’re intending to up 
the price of their carts to £17,000. 
Luckily I heard this in the pub, and 
the bloke who told me was a 
Tabloid hack, so it probably isn’t 
true. Ed. 


pointless? 

Dear Game Zone 

Here’s a Mario Kart cheat for you. 

On GP race and 2 player match 


race you can shrink yourself on the 
character select screen by holding 
down Y and then pressing A. When 
racing GP in miniature, everyone 
can crush you. 

C. Bara-Bara, Highgate, London 

• That’s handy then. Ed. 

mark up 

Dear Geez 

I would like to start off by saying 
how good your mag is and also 
saying that I have all the issues. I 
was looking through Console 
Countdown Buyers Guide and I 
saw Mario Paint there. How come it 
has never been reviewed, yet it had 
a mark? 

I then looked at Desert Strike and 
It had a Mega Zone, but when it 
was reviewed 88%. I know you can 
mark games down like you did with 
Super Probotector, but how can 
you mark games UP? 

Dominic Vertre, Liverpool 

• Easy - just add a number. And 
as for Mario Paint, let me explain: 

We may not have reviewed it as 
such, but we did do a feature on it. 
If we’d bunged it in the buyers 
guide without adding a score for it, 
it may have meant that you 
wouldn’t have written in, but you 
can bet your bottom dollar that 
we’d have had 20 other letters 
saying “In buyers guide you forgot 
to put the score on Mario 
Paint’’. With me now? Ed. 




Yeah? Yeah? Come on then, try 

it. Try an’ put one on old Culky. ^ M 

Try it on me chin an’ that. Come ^ 

on. No? Yeah? Thought so. I’m < 

Colin Culk, me, I’m culkin’ hard. I 

was down the fair an’ that 

week on the dodgems and these two ^ 

gypsy geezers come up to me an’ said 
“That’ll be 50p mate,” an’ I went “Yeah... 

I’ll be givin’ you 50p alright,” an’ one of the 
geezers went “Oh yeah?” an’ I went “Yeah?” An’ the other 
geezer went “Yeah?”, an’ I went “Yeah?” an’ then they both 
went “Oh yeah?” so I got out of the dodgem car to do ‘em one in 
the ear, but they legged it off an’ that innit. 


Ci Culk 

Think yer ’ard eh? Me and my mate Mazza is gonna knack yer eyes an’ 
dat an’ we’re gonna lay inter ya whole family. Run while ya can Culk. 
Devo an’ Mazza, Middlesborough. 

Culky says: “Yeah, I’ll be running an’ that... running to me motor an’ 
drivin’ up to Middlesborough. The only thing what’s gonna get knacked 
when I get there is your culkin’ heads. ” 


Dear Colin 

When I first saw your column I needed treatment... NOT! You are about 
as hard as my first jobbie. I challenge you to a ‘do in’. Here and now. I 
said here and now! 

Sean Tracy, Ellon, Grampian 

• Culky says: “Yeah, an’ it looks like you’ll be the second stop on old 
Culky’s mobile roadshow an’ that, innit. I got me map in the motor an’ 
I’ve drawed a line from Middlesborough to Scotland. When I’ve finished 
with you you’re gonna LOOK like your first jobbie.” 


Dear Lowlife Scum (Culk) 

I think you’re nothing but a waste of space, whereas I’m six foot five 
inches high and weigh an impressive 220 pounds. Here are my 
measurements: bicep 17”, chest 46”, waist 28”, legs 24”, calf 19”. You 
may be thinking so what, but considering I’ve only just turned 16 I 
would like to meet you and show you how hard I am - and by the way. 
I’m the under 17 National Heavyweight Amateur Boxing Champion, so 
if you think you stand a chance then try your best. But then again little 
scums like you are probably scared of a kid like me. So if you would 
like to meet me in my favourite place you’re more than welcome. Bring 
your mate though mate or you’ll regret it. 

Gavin Raymond, Marton, Blackpool 
Culky says: “Yeah, an’ I bet I can guess what your favourite place is, 
an’ all... it’ll be a flowershop, innit, or a hairdressers an’ that. Ponce. 
But don’t worry about that, cos old Culky’ll meet you anywhere you 
want, an I’ll be doin’ you one right in the mouth soon as I clap eyes on 
yer, with yer two foot long legs an’ that.” 


Dear Colin 

I was in Bath yesterday and I happened to bump into your mum. We 
talked for a while and she gave me some photos of you when you were 
a baby. An extremely embarrassing one is of you by a paddling pool. I’ll 
be making photocopies. So what’s it going to be? Three games for me 
or total humility for you? 

Nigel Hill, Natland, Cumbria 

Culky says: “Oh yeah? Well sussed, cos I ain’t even got a mum, innit. 
An’ I’ll tell you something else pal - I’ll be drivin’ through Cumbria on 
me way back from Scotland before I go down Blackpool. If I spot you 
there. I’ll be giving you ‘my mum’ in the side of your culkin’ mouth an’ 
‘the photos’ on the edge of your culkin’ ear. Right?” 


























Y ou’ve seen the cartoon, you’ve 

disposed of the annual that auntie 
Madge gave you last birthday, you’ve 
read the review and now you can WIN 
THE GAME (he said in suitably 
excitable competition type voice). Yes, those 
kindly folk at Marubeni and Sun Soft are giving 
away a Game Boy with a Speedy cart in it, five 
more copies of the game and 20 sombreros. 
Arriba, arriba, andale, andale (he said in a 
typically Mexican manner). 


Think of it: 

• A new (or another) Game Boy allowing you to 
play erm. Speedy Gonzales on (or linked games 
to go with your current Game Boy). 

• A brand new Speedy Gonzales’ cart to play to 
death - and you’ll want to. 

• A sombrero, so you can look like a red-fleshed 
tourist straight back from Spain - all year round! 


The ali-important 
questions 

1) Speedy Gonzales' ^special move’ is? 

a) He runs exceptionally fast 

b) Yoga fire 

c) He can bend fruit machines with his eyeballs 

2) The capital of Mexico is? 

a) Mexico City 

b) Brasilia . 

c) High Wycombe 

3) The result of jSp i; f'" 
the Alamo was? 

a) The Americans 
won (on 

The Mexicans 

Bristol Rovers 
4, Bristol City 0 


To enter, answer the 

questions above and send 

them and your name and address 

on a postcard (or you could always employ the 

cunning old sealed envelope trick). Then address 

it to Jose Cuevero for Prime Minister Compo, 

Game Zone, 30 Monmouth Street, Bath, Avon, 

BA1 2BW before November 30th. 




No employees of Future Publishing, 
Marunbei. or Sun Soft can enter this 
compo, the editor’s decision is final and 
that’s the way it is. So let that be a lesson 
to you and don’t let me catch you doing it 
again. Shocking... youth of today... national 
service... 


What the critics (weii us 
at ieast) said about 
Speeily Eonzales 


“The game ranks among the most polished currently 
available for the Game Boy” Rupert Sliwa, GZ 12, p.27 
‘As they (almost) say on the McCains Southern Fries advert: 
I love It.” Rupert Sliwa, GZ 12, p.27 
“The slapstick spirit of the cartoon Is captured extremely 
well” Rupert Sliwa, GZ 12, p.27 


















nintendoiiS 


Think of it, 14 incredibly 
incredible issues of the 
world’s classiest console 
mag for the bargain price 
of 12. Go on, subscribe - it 
would be rude not. 


Game Zone is like good, only better. Every 
month it reviews previews and tips the games 
you want to play. If you’re a Nintnedo fan it’s the 
essential extra, and subscribing is the hassle free 
way to nab your copy each month. 

O No more punching and kicking of fellow 
devotees as you squabble over to the shop’s 
final copy of the latest issue. 


Q Protection from price hikes for the next year 
and bit. 

O A monthly letter from the editor detailing 
exclusive gossip, news and cheats. 

O Game Zone delivered to your very door by 
your friendly local postman. 

0 And it’s cheaper than buying Game Zone in 
the shops! 


GflmE 


official subs order form 

Please fill in parts 1-3 using BLOCK CAPITALS and tick relevant boxes. 

0yes! do it now! 

I I Please start my subscription from the next available issue 
(usually a month after you return the form.) 

0tireniendous offer price! 

14 issues of Game Zone (inciuding postage and packing) for the last time at: 

I I UK £22.95 Q Europe £39.95 Q Rest Of the World £51.95 

□ I enclose a cheque/postal order for £ . 

made payable to Future Publishing Ltd (Game Zone) 

OR: I I Please charge my Visa/Access: 

c»d,. c.d nnnrTTTnTTTirTTinm 


Card Holder’s Name 


Expiry date: 


Signature: . Pat®* . 

(Credit card orders available to over 18s only - soz!) 


0olcay, cough up! send me mags to: 

FIRST NAME SURNAME . 


DATE OF BIRTH ADDRESS 


nintendoffiW 


how to subscribe 


PPSTCPPE 


JEM 


NOW SEND THIS FORM (or a photocopy) AND THE DOSH TO: 

Game Zone Subs,Future Publishing, FREEPOST, Somerton, Somerset, TA11 7BR 

(There’s no need for a stamp!) 

Q Please tick here if you don’t like receiving loads of fabulous offers through the post. 

coupon valid until 30/11/93 


O Fill in the smart little (well, pretty 
huge actually) form, making sure to fill 
answer all the relevant bits. 

Q Make out a cheque for £22.95 or let 
us know your Access/Visa details. 

0 Stick the whole lot in an envelope 
and send it to us at Game Zone 
Subscriptions, Future Publishing, 
Freepost, Somerton, TA11 7BR. 

O Relax and take a deep breath. 
You’ve done it, you are now a full fledged 
subscriber. Congratulations. 


























ii in the pipeline. 



Smash TV, eh? What a 
staggeringly wonderful 
game. <Shoot people for 
cash prizes,’ that was 
Smash TV’s slogan. Well, 
actually, it was ‘Total 
carnage! I love it,’ which 
brings us in a cleverly 
worded manner to the 
people’s friend Jonathan 
Nash and his preview of 
that very game. 

J aney Woollerton. It’s a name you 

probably don’t know, but it’s one vital to 
the world of video games (What? Ed.). 
Janey is a lecturer in English at the 
University of Hull, has a fine sense of 
humour and writes in a fizzy, original style. She 
is, of course, the person all those immensely rich 
Japanese corporations don’t employ to turn their 
badly translated game pamphlets into readable 
instructions. In addition to these chores, Janey 
is also not employed to write the level names for 
Williams’ video games, which is why you get 
titles like Smash TV’s Turtles nearby’ when 
there are no turtles In the game, and Total 
Carnage’s comparatively sensible ‘You are the 
weasel man and will absorb total pain.’ Ah me. 

abattoir antics 

Total Carnage is another of those amazingly 
violent games that Nintendo loves so much. In 
fact, the minty NInty was so enamoured of the 


Family Tree 

Lionel Williams — Yette Bronchiaitubes 

I 

Williams Video Games 



Stargate — Defender Robot ron 

I 

George Formby — Smash TV 

I 

Total Carnage 


The evolution of Total Carnage by somebody. 

whole idea that they made the programmers 
change the colour palette. In nasty old pre¬ 
tweaking Total Carnage the opposition exploded 
in vastly gooey bursts of bright red. In fresh new 
post-tweaking Total Carnage the opposition 
explodes in vastly gooey bursts of bright green. 
Phew. A nation breathes again, thank the Lord 
that someone out there 
has the strength to make 
a stand against declining 
moral standards - and 
all that bull, sorry male 
cow droppings. 

The plot to the game 
was picked out of a hat, and involves rescuing 
hostages from an anonymous Middle Eastern 
dictatorship (wink wink) by the simple expedient 
of firing lots of shatteringly powerful guns at 
things until they fall over. And then doing it some 
more, just to make sure. Total Carnage: it’s like 
Populous with guns. 
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It’s Orcus. Hello Orcus. Say hello to Orcus children. 


Well no it isn’t actually. In fact Total Carnage Is 
really stunningly similar to Smash TV, except 
that it’s different. So what’s different then? (I 
hear you cry in a rhetorical manner) Well, Terry 
Thomas is dead. And you can go on holiday to 
Albania without getting arrested. And the price 
of bread’s gone up. 

clot 

Oh. Right. Well, this 
time, the screen scrolls. 
And there are warps to 
different bits. And 
missile strikes. And 
aliens, and flamethrowerblokes and Orcus the 
mother of all bosses and stuff an’ that. Oh, and 
bast mines that always seem to pop up exactly 
where you want to step, except this time they 
move around. Hahahaha. The designers have 
obviously listened to the criticism that Smash TV 
was far too easy. (It’s just a pity the criticism was 
made by Jeavons Waistcoat, the world’s most 
skilful and least patient Smash TV player.) In 
Total Carnage, the odds are against you and 
then some. And then some more. 

but is it any gccd? 

Now there’s a question. But, of course, we can’t 
answer it, what with this being a preview and not 
and all uncritical like. 

ch, gc cn, teii us 

No. You”ll just have to wait for next month’s 
review, which will contain all the critical and non- 
prevlewlike material you’d ever need to make a 
working model of an ocelot. Or something.!! 


box 0' facts 

Out: December 
Publisher: THQ. Probably 
Price: Probably £50, or nearly four street 
urchins in old money. 




Since the Purple People Eaters bounce 
towards you, drop a bomb and run away. 
Ha ha! Ho ho! And other similar things. 


pjsacss STCi«T 
TO TOIH 8»t 


Life in the desert is harsh. 
One is often troubled by 
pointy cacti and gun toting 
baldblokes with nasty boots. 


1 1 am General Akhboob< 
You are the weasel 
man and will absorb 
total oain.fV 






















PUZZLE over convoluted maps! 


SIGH with relief upon finding a weapon! 


STARE at the sea, moodily! 


LEAP gracefully from platform to platform! 


MARVEL at the hero’s 
muscular definition! 


doth appear to 
be a very good 
game indeed,” said 
Andy Butcher. 

“Oh dear, he’s 
started with the 
archaic speech 
pattern thing again 
somebody get him 
away from me,” 
requested Trent. 

O nce upon a time there was a game 
on the NES called Solstice, and it 
was held in high regard by all that 
played It. In form it was an arcade 
adventure, using the Isometric 3D 
style made famous by 
the ancient and 
revered Knightlore, 
and great was its size, 
containing as it did 
over 250 rooms. Many 
were the rave reviews 
that it received, and 
mightily was praise 
heaped upon it. 

Then did it come to pass that the SNES was 
released unto the world by the great god 
Nintendo, and the people were happy, for it was 
a machine of exceptional cleverness, with many 
colours and wondrous sound. But despite this, 
there were some who were troubled, for while 
the SNES was without doubt cool and hip, there 
was no Solstice on it. 

In time the wise priests of Sony did come to 
hear of this worry, and being generous and 
altruistic in the extreme, they did decide to ease 
the sorrow of these poor unfortunates. Besides, 
thought they, there’ll probably be hods of cash 
in it for us. 

And so it did come to pass that Solstice II was 
created, and being of cunning and literate 
natures the wise priests of Sony did call It 
Equinox. Great was the rejoicing at the news of 
its coming, and eagerly was it awaited. Gasps of 


wonder and delight 
accompanied the 
announcement that 
“Equinox shall be like 
unto Solstice, but 
better. The mage 
Shadax, hero of 
Solstice, Is imprisoned 
in the dungeons of 
Galendonia and the 
player will control 
^ Shadax’s son, Glendaal, in 
his attempt to free his father. 
The game shall be bigger in size than its 
predecessor, containing more than 450 rooms 
and eight dungeons, and having an outside over 
which the player may wander. It shall use the 
superior graphics of the SNES to the maximum 
of their potential, with huge animated characters 
and superbly drawn backgrounds combined with 
Mode 7 trickery and 
some of the most 
impressive bosses yet 
seen. The sound, too, 
shall be of exceptional 
quality, and be of the 
dynamic type, wherein 
the music shall fade In 
and out to match the 
action. There shall be 
platforms and jumping and moveable blocks and 
puzzles and spells and fighting and dragons and 
many other things.” 

And now Equinox has arrived, and it seems 
that the priests of Sony did not lie - good in the 
extreme It doth appear. Still, only time shall tell, 
so be surest to read next month’s Game Zone 
for the review, for if you miss it you shall suffer 
the sorest disappointed... ■ 


. “ ■ 


box 0' facts 


out: November 


price: tba 


publisher: Sony 


L_ 

_ J 


I ... huge animated 
characters and 
superbly drawn 
backgrounds combined 
I with Mode 7 trickery... ” 






















gates to ano 


Another sad role playing game can mean only one thing in 
the Game Zone office - another job for Andy Butcher. 

The saddest thing of all is that he enjoys them... 


csingsan 


explored, and literally hordes of monsters to 
be defeated. 

The Might & Magic games have been 
out of date for some time now, but 
they’ve continued to do well for the 
simple reason that they’re fun to 
play. Whether this first SNES 
version will succeed will depend 
on just that. The 
graphics and 
sound are 
adequate 
without 
being awe¬ 
inspiring, 
but the 
certainly 
seems to 
be very big, 
with 

plenty to 
do.H 


people who have got absolutely no idea what 
I’m talking about. 

As far as the plot goes, it’s a traditional 
quest, with your party of adventurers 
searching for a 
magical orb that’s 
been lost for years, 
in order to save the 
land of Cron (sigh). 

You start off pitifully 
weak, and must 
spend some time 
gaining experience 
and equipping your 
characters before 
beginning the quest 
proper. Along the 
way there are 
many small 
adventures 
and sub¬ 
plots to 
be 


T he Might & Magic series of RPGs has 
been going for years and years - the 
only computer RPG that’s managed to 
beat it for sheer number of games 
released is the Ultima series. They’re 
currently up to M&M VII or VIII on the PC (it’s 
hard to be sure - they’ve stopped giving them 
numbers now), and at least one of them has 
appeared on virtually every computer system 
known to man, including the NES. It was only a 
matter of time then, before one came out on the 
SNES. And here It is. 

Might & Magic II Is 
what might be called a 
‘traditional’ computer 
RPG. The world is viewed 
In first-person 
perspective, and you 
move around in ‘steps’, 
one square of the map at 
a time. The game’s rule 
system Is heavily reliant on 
D&D, with character classes, hit points, 
experience and so on. 

Anyone who’s played a table-top RPG will 
have no problem understanding It, and the 
instruction manual explains everything clearly for 


It’s nice to see a good 
fantasy stereotype. 



























































Winner of the 1993 Pun D’Or at Cannes. 


In an outrageous Catch 
2S parody, anything that 
declares itself to be cool, 
trendy or claims to have 
achieved cult status, is by 
definition unable to be 
cool, trendy or attract a 
cult following. 

So Trenton Webb donned 
his Yossarin disguise to 
find out just why Virgin 
called their game of the 
drink Cool Spot. 

P ersonally, I don’t like having ads 
rammed down my throat as I play 
games. On TV I’ve learned to tolerate 
the 2 minute ad breaks. At cinemas I 
try to arrive stylishly late, purposely to 
avoid the Pearl and Dean ads for the local curry 
house; in magazines I skip past the glossy pics 
and get straight to the text. When it comes to 



What light does CS get on level two? A spotlight (ho, ho). 



games though I am particularly protective. I 
don’t want to be a McDonalds kid, and if I did 
then I’d stuff Happy Meals in my gob morning, 
noon and night. And if I’d wanted to help 7 Up 
eat into Coke’s market, I’d buy shares not a 
bleedin’ game. 

Now Cool Spot, being a spot who’s cool, 
causes problems here, as he’s the US 7Up 
superlogo immortalised in code. Normally these 
advertainment games are about as subtle as 
Radion commercials. Quick, painfully garish and 
lacking style in a major 


way. Cool Spot has no 
such problems. 


spot the 
ball 

Using the core of the _ 

Mega Drive hit, Virgin 
have built a themselves 

a game that deserves to be on the SNES. Spot, 
or Cool to his bottled buddies, is a leapy, jumpy 
kind of guy. There’s nothing he enjoys better 
than flinging himself in a bendable and 
extendable manner. He flips with the greatest of 
ease, he flops with gay abandon and he flaps 
like nothing you’ve ever seen before. 

Being a spot you see, Spot has no skeleton. 
Not a bone, not a rib, not a spot of gristle in his 
body. Or it could just be animation technique 
used to provoke the cute Instinct. Whatever, 
Cool Spot achieves a level of flexibility that so 
many of us strive for - but so rarely achieve. 

TC7 


I don’t want to be a 
McDonalds kid, and if 
I did then I’d stuff 
Happy Meals in my 
gob morning, noon 
and night. ” 



He even wears sunglasses, so he must be a hip, 
cool and trendy dude type bloke. Just like that 
Tom Cruise In every film he’s ever been in - 
except that one about Ireland. Anyway with 
Mickey Mouse gloves Cool Spot’s outfit’s 
complete. He looks dead good, moves well and 
is fun to watch. 


spot the dog 

Spot is a logo gone loco. He used to be the large 
red dot on the side of 
the 7Up can, sort of 
popped off and is now 
wandering the waterfront 
(which sounds more 
than a little suspect). The 
spot has an attitude 
problem. He’s little and 
the world is big. And it’s 
also full of red spots. So 
there you have It. Cool 
Spot can only solve one of these problems and 
chooses to collect the red spots - banishing 
them for good. Or what have you. Basically 
insert your own plot here to explain why one red 
spot is out collecting other red spots. 

Alternatively the gameplay was inserted right 
at the start. Cool Spot’s quintessential coolness 
actually comes from his jumps. Long arching 
leaps give him the ability to clear half of the 
screen in a single bounds under total control 
from you. Which Is a bit of shame as some of the 
jumps have to be pixel perfect, and If the control 
system was lousy there’d be a great excuse for 
being crap. But it isn’t, and soon points out if 
you’re the crap one. I’m not too good at 
platformers you see, I just can’t relate the 
pressure of my thumb to a more Newtonian 
perception of motion. You know I never wanted 
to be a journalist, I wanted to be a... ■ 


Quality fish. The mark of a great game I think you’li find. 




spot the facts 


Out: Late ’93 

Publisher: Virgin 

Price: tba 
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preview (jj in the pipeline^ 




In the arena it’s kill or b 
an option unfortunately. 


The rain forest is filled with 
hi tech equipment for you to use 
and avoid. Don’t miss the 
opportunity to dangle either. 
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box 0' facts 

out: november 
price: tba 
publisher: sony 


‘Ahhhhh a aah aha ahaha.’ As Tarzan 
might say. As opposed to your hero in 
Flashback, Conrad Hart, who might say 
‘er, er, who am I...’ Whi^ isn’t half as 
entertaining, is it? 


I magine a game that’s a combination of Total 
Recall, V, Blade Runner and The Running 
Man, with some of the most fluid and life-like 
animation you’ve ever seen, all done by 
Delphine Software, the company responsible 
for Another World, and you’ve got Flashback. 

The game took the 1993 Las Vegas CES show by 
storm on the Mega Drive, and finally it’s made its 
way to the SNES. 

You wake up on a strange alien world, and 
discover that you have rather carelessly 
managed to lose your memory. You have no idea 
who you are, where you are or why you’re there, 
only vague recollections of a desperate chase 
through city streets and people shooting at you. 
Instead of realising that you’re probably a 
criminal of some kind and turning yourself in to 
the first law enforcement officer you find, you 
decide to come over all heroic and get to the 
bottom of what’s going on. Not that you know 
that there’s anything going on, what with being 
minus one memory and all, but that’s just a 




be killed, running away isn’t 


Andy Butcher can’t even 
remember writing this 
strapyiet aione previewing 
Flashback. ‘Now there’s a 
pity.’ I told my goldfish. 




minor detail and you don’t let it bother you. 
Checking your pockets you find that the only 
things you own are a pistol and an energy shield. 
Still, it could be worse. You could have had a 
half-eaten Mars bar and a broken BIc biro, 
neither of which would have been as useful. 

After wandering through the alien forest for a 
while and marvelling at how fit and athletic you 
are, you find a holocube message from yourself, 
and discover that your name Is Conrad Hart, that 
you were a trainee agent for the Galaxais Bureau 
of Investigations, and you must get back to 
Earth. What follows is a roller-coaster ride of 
robots, mutants, deadly game shows, criminals. 


conspiracies and aliens. It’s pretty smart, really. 

Flashback is an arcade adventure, with you 
fighting to stay alive and regain your enough of 
your memory to work out what’s going on. If 
you’ve played Another World or Prince Of Persia 
you’ll recognise the style of game, but Flashback 
promises to be the best yet. The graphics are 
detailed and the already-mentioned animation Is 
quite incredible. Conrad walks, runs jumps, rolls 
shoots and bounces off of walls with 
enthusiastic abandon, being ridiculously film-like 
in all respects. Combined with a plot that is 
gripping and atmospheric. Flashback could well 
be the best arcade adventure on the SNES. ■ 


















Hundreds of chances to play all the latest games 
and see the big Christmas titles before they even 
get released... Dexter Fletcher and Gamesmaster 
TV broadcasting live to miilions on Thursday... 
Radio 1 FM roadshow broadcasting to the 
nation... your first chance to see next year's con¬ 
soles ana make your own mind up about all the 
hype... see and play all the hot stuff on CD3Z, 
Mega CD, Mega Drive, Super Nintendo, Amiga, 
PC, Game Boy and more... see what Commodore, 
Sega, Nintendo, Acorn and Philips have to offer... 
free ticket to see Disney's supernit Aladdin movie 
before its UK premiere if you come to the show 
Friday... Dexter Fietcher and the GamesMaster 
Show live and direct every day... see what's hot 
(and what's not!) from the likes of Eiectronic Arts, 
US Goid, Konami, Domark, Core Design, Gremiin, 
Accoiade and dozens more... meet the peopie who 
bring you this very magazine... like, you want a 
reason why you should be there?... check out 
loads of dealers selling all the latest gear at the 
lowest prices... meet the programmers who make 
the games and find out now (and why) they do 
it... be a witness to the finals of the Nationai 
Computer Games Championships - with a cheque 
for £10,000 to the winner at stake!... be at the 
UK's most massive games event of 1993... Enter 
the incredibie Pinball Challenge and win a trip to 
Chicago! Just turn up at the 21st Century stand... 
so what else are you doing on a weekend in 
November anyway?... games challenges, competi¬ 
tions and lOOOs of chances to win... flight 
simulators, virtual reality, Lazer Force... we're not 
saying it won't be busy, because it'll be very busy 
IndeM... hot new live bands, very - very - loud 
music blaring out at top volume on three massive 
state-of-the-art video walls... goats: sorry, no 
goats... dodgems, fairground rides... are you big 
enough to take on the Typhoon? It's the only one 
in the country and pulls a hairy 6G (whatever that 
might mean)... oh yeah, and there's the World's 
Largest Games Arena sponsored by Rumbelows... 
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the cyber run 

You must pass through the 
Cyb^l^^Run in order to gain 
access to the VSI Warehouse, 
wherein Jobe is seeking to 
escape into the world 
communications net from the 
Cyber-Sphere room - which 
would not be a good thing. 

You must fly through the 
cavernous VR world, 
destroying Battle Chimps and 
dodging obstacles at silly 
speeds. For those of you with 
suicidal tendencies there are 
turbo rings at certain points - 
passing through them will 
double your speed. 




cyber jobe 

Having passed through the VSI Warehouse you 
finally confront Jobe In virtual reality. Those of 
you who’ve seen the film will know this bit - 
right at the end when Jobe is trying to escape 
and the heroic but totally out-classed Doc 
Angelo Is trying to stop him. 

Seven of the hexagonal access ports in the 
background are still open, and you must fight 
Jobe in an attempt to close them. The golden 
boy shoots lasers from his eyes, spits fireballs 
and generally unleashes all his not 
Inconsiderable power at you, getting more and 
more desperate as you begin to defeat him. 


So there you have it, the complete sequence 
levels in The Lawnmower Man. In addition to 
these there are the various Virtual World and 
Computer Terminal sub-levels that pop up all 
through the game. But what are these ‘Cyber’ 
levels, and who Is this ominous sounding 
Doomplayer bloke? Read on... 


1 suburbia 
S cyber run 

3 vsi warehouse 

4 cyber jobe 

5 race 

6 cyber tube 

7 the shop 

8 the doomplayer 


As The^t^wnmower Man 
nears its^elease, Andy 
Butcher cmals with 
philosophy, name 
structure and virtual 
worlds in the fifth part of 
the on-going saga pf the 
game of the film of the 
short story idea... 


W e’ve received several letters from 
concerned readers here at Geez 
Acres recently. Apparently a 1^ 
of you out there are conil^p6 by 
the philosophical paradgxes 
brought into question by the virtual f^^fity/reality 
dichotomy inherent to The Lawnmower Man, and 
their implications for modern beliief structures In 
a world already racked by socpal unrest and 
accelerating technological pHange. We’ve only 
got one thing to say to th#se people - seek 
professional help. 

The rest of you, though, might be interested in 
how last month’s |eWls fit together with those 
detailed here. Wbll, it’s simple - they go like a bit 
like this... 


'™Ii\WNMOWERMAN 


lawni|U|W(||j 










By now we’re into The Lawnmower 
Man 2 film. Despite your efforts 
against Cyber Jobe he managed to 
escape just as you closed the last 
access port. 

We can’t give too much away at 
this point, but suffice it to say that 
there is now a new and nastier 
baddie, the Doomplayer, and Jobe is 
your side for a change. The Cyber 
Tube must be traversed to gain 
access to The Shop’s headquarters, 
as they’re up to their necks in the 
nasty plots of this Doomplayer 
chappie. Once again the VR world 
flies past you at cheek-wobbling 
speed, and this time you can rotate it 
around you in order to dodge 
obstacles, whilst you destroy the 
hordes of virtual baddies that are 
after your sadly real life. 






computer terminals 


codes you must match one of the shapes or 
numbers on the bottom row with the 
sequence on the top row before the time runs 
out. There are five of these ‘IQ tests’ to be 
solved before the terminal’s security is 
breached, showering you in extra power-ups. 
Just like in real IQ tests. 


There are 10 of these scattered all through the 
reality levels. 

All of them must be accessed and 
destroyed by cracking their security codes in 


vix order to complete the game. To beat the 

___ _: 
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doomplayer 

Having battled through The 
Shop, you finally confront the 
evil Doomplayer in his VR 
Chamber. You fight him 
whilst floating in his warped 
reality, avoiding the killer 
chestnuts from hell that 
appear and his various nasty 
weapons. 

As you defeat the 
Doomplayer you blow off 
various parts of his body 
until finally he is torn from 
the VR world and destroyed, 
saving the entire world, etc, 
etc, etc. You hero you. 



In the weird and wacky world of 
console games, nothing is ever 
certain. So next month we may 
be bringing you an in-depth 
look at the pay-testing and fine- 
tuning of The Lawnmower Man, 
explaining how a game is made 
ready for release. Or we may 
have the first ever review of the 
finished game - you’ll have to 
get next month’s Game Zone to 
find out, won’t you? I :l 















box O' facts 

Out: November 
Publisher: Elite 
Price: £24.99 


It’s the Game Over screen. With a boat. 


It’s a box. And two mice. And some numbers. 


Mice are vermin. But that 
hasn’t stopped Jonathan Nash cooing 
over a new game starring some mice. 


It’s the title screen. With 
some mice. 


by the two co-operating in a fair and organised 
manner utterly alien to true siblings. Let’s take a 
look at those abilities in full. Or at least, in as 
much fullness as we can at this point, which 
evidently Isn’t completely full or else this would 
be a review and not a preview, wouldn’t it? 
Hahahahaha. Hahahahaha. (Slap). 

Freddie Fidgett (the short one) Is a bit useless 
at jumping and firing the catapult and touching 
his left elbow with his left hand but, to make up 
for these vital deficiencies, is rather strong and 
can carry his bro on his shoulders. Frankie 
Fidgett (the tall one) is an ace shot and 
decorated high-jumper and can touch his left 
elbow with his left hand, but that’s because he 
was hit on the head by a weighted mackerel 
when he was a youngster and consequently 
Insists on referring to his prize sixer conker as 
‘my left hand’. 

Said Fidgett brothers have to escape from 
various puzzley platform sections to reach the 
extra and thankfully non-platformish bonus 
games scattered around the place. These 
Include a sort of maze game where you have to 
push crates around to make a path, a Breakout 
clone, a make-a-badger surgery and a 
balloon ride. But not the make-a- 
badger part, that was a clever ruse. 
Could be good, should be good (the 
co-operation idea nets it loads of 
brownie points before we’ve even 
started) and you can find out what we 
think next month. That’s what we think 
about the game, of course, and not 
what we think about, for example, 
Lavoisier’s historical overturning of the 
theory of phlogiston. ■ 


It’s a dead mouse. And a barrel. 


It’s a big safe. And some pictures of cheese. 


It’s a mouse. And a spider. And a sewer with bars. 


W hy aren’t game characters 
ever attentive, eh? It’s 
always the same. There’s 
yer basic nuclear family of 
game characters, doing 
one of at least three basic nuclear family 
game character things (in the FIdgetts’ case, 
it’s moving house) and there’s some sort of 
catastrophe which Invariably results in one 
or more of the family getting lost. 

So there are the FIdgetts, chugging along 
in their wagon, when Frankie and Freddie 
tumble out of the back and down a manhole. ^ 
Despite having noticed them fall out, Ma and 
Pa carry on to the docks, where they have to 
catch a boat to America. Just what kind of 
parents are these? 


fidgetty, without the y 

More platforms. But, again, a bit of a difference. 
Frankie and Freddie, as well as being 
respectively and entirely predictably tall and thin 
and fat and short have different abilities and, 
naturally, the various puzzles can only be solved 
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Blimey, it’s the plot. (Choke, gasp.) 


Yeah, come on if you smurfin’ think you’re hard enough. 


Jonathan Nash keeps typing <The Smurgs’. 
Because he’s like that. 


Smurfing hell, it’s a killer bird. Get the smurf out of there. 


T he Smurfs, eh? 

They’re one of 
those cartoon 
series that are 
dead popular all 
over the world because 
they’re not terribly good but 
sort of acceptable in an 
inoffensive kind of way. With their 
own jolly language that cleverly exploits the 
word-stem ‘smurf’, these 
cuddly blobs of blu-tak 
have been the staple of 
mid-afternoon television 
for years. But anyway. 

In the game, rascally 
old Gargamel has stolen 
some of the Smurfs for 
his dinner. (I can’t believe 
I’m writing this). One of 
the Smurfs (probably 
called Smurfy or 
something) sets out to save the day. There’s a 
bit more blah and a lot more yakkity-shmakkity, 
but what it comes down to is this: The Smurfs is 
a platform game. 

No, wait, hang on, this could actually be a 
marginally different and surprisingly good one. It 
certainly looks gorgeous, with big sprites and 
fine shading. It sounds pretty groovy as well, the 
best bit so far being a totally convincing wasp 
noise. We’ve had a spot of fun with that, actually. 
We hide in the bushes outside until some small 
child passes by, then turn up the volume and 
jump out shouting, ‘Look out! It’s a wasp! Run 
for your life!’ Ha ha. It’s a pity summer’s over 
already, really. 


There are, ooh, loads of levels to The Smurfs. 
Certainly more than two. But probably not as 
many as seven billion and four. So, a nice round 
figure between two and seven billion and four. 

exclusive interview 

Infogrames, those roguish fellows, have been 
hard at work on The Smurfs for over a year. 
‘We’ve been hard at work on The Smuhs for over 
a year,’ said an Infogrames bod. Well, actually 
they didn’t. We made that bit up. But it certainly 
looks as if a lot of work 
has gone into the 
game. ‘Yes, that’s 
right,’ said the real 
Infogrames bod when 
we asked the question. 
No, sorry, made that bit 
up as well. Dear oh 
dear. Get a grip. 

(Pause). Right, okay, 
that’s better. The 
Smurfs. It’s a platform 
game. No, done that bit. Oh yes. 

As well as the ritual jumping on the heads of 
the villains, you can pick up stuff and chuck it 
around In a self-defensive manner. And! Each of 
the as yet undetermined number of levels is 
vastly different to the last. See! Tearaway 
minecarts! Tearaway sledges! Falling rocks! 
Which are probably tearaway in some fashion! 
And other things. 

Stir in the usual complement of secret rooms 
and massive bosses, and you have what could 
turn out to be a pretty neat platformer. Well, 
actually you’ll have a mess of silicon chips and 
pastry that’s been banged about with a wooden 
spoon, but you get the Idea. O 


In the game rascally 
old Gargamel has 
stolen some of the 
Smurfs for his dinner, 
(I can’t beiieve I’m 
writing this). ” 



Exit? I don’t want no 
smurfin’ exit. There’s 
still somethin’ crawlin’ 
around up there. Let me 
at the smurfer. G’wan. 
Smurfin’ coward. Come 
down and have a go. 


Yeah, there were Joe- 
Bob an’ the others 
pinned down by 
smurfin’ sniper fire. So 
I just comes up behind 
and smurfin’ lets ’em 
have it with my 
commando knife, innit? 















































empire 

strikes back 

«<The force is strong with you, young Staffwriter,” 


Luke and Darth in the first of the three face-offs 
that form the climax to the game. “You’re not 
my father!” screams Luke. “No I’m not - so stop 
screaming at me,” says Dave Prowse. “But why, 
whenever I say something, does James Earl 
Jones’ voice come out?” 


A Stormtrooper in the infamous ‘red planet’ camouflage. 

T he problem with a game like Super 
Empire Strikes Back is that it’s a bit 
hard to know where to start. 

Everybody is already going to know 
that it’s the sequel to Super Star Wars, 
and is based on the film of the same name. Most 
people are going to know how good Super Star 
Wars was (very), and you try thinking of an 
original Star Wars joke. So with all the normal 
options closed, it seems that the only thing left is 
to just jump right in... 

what’s the 

Super Empire has the same basic format as 
Super Star Wars, the majority of the game being 
a platformy shoot ’em-up, interspersed with 3D 
sections. Once again the game follows the plot 
of the film remarkably closely, and although 
some ‘artistic licence’ is used, it works very well. 

The sound is as polished and atmospheric as 
before - all the effects are sampled from the 
movie, and the music is an excellent version of 
the soundtrack. 


wheezed the black-helmeted figure. 

keep telling you, Trent, you ought to cut down -- that 
smoking will kill you,” replied Andy Butcher. “And take 
off Tim*s spare motorbike helmet - you know he 
doesn’t like people playing around with it.” 

“Most impressive. But you are not an Editor yet,” said 
a slightly annoyed Trent. “So get on with Super 
Empire Strikes Back and shut up.” 


what’s different 

There are changes from Super Star Wars, 
though. The graphics in the platformy sections 
have actually been improved from the original - 
crisper, clearer and more detailed. There are 
excellent snow and water effects, and new tricks 
like the vines in the foreground of the Dagoba 
levels. In addition to this there are a greater 
variety of enemies, ranging from Wampa snow- 
beasts through hordes of different Storm 































Luke screams towards Cloud City in an attempt 
to save his friends. What a hero. Sigh. 



Even while crash-landing the Snowspeeder, 
there’s always time to kiil a few more baddies. 


Trooper types to robot bounty hunters and more. 
It’s in the 3D sections, though, that Super 
Empire is at its slickest, as it has hills instead of 
the usual perfectly flat terrain we’ve come to 
know and love from Mode 7. 

The reason that Mode 7 hills haven’t been 
seen before is simple - they’re not possible, due 
to the way the clever graphics chips in the SNES 
work. Luckily it seems that nobody told the 
rather cunning LucasArts programmer-chappies, 
and so Super Empire’s 3D bits are jolly 
impressive indeed. 

The structure of the game has changed 
slightly as well. In Super Star Wars, once you’d 
met Chewbacca and Han you could choose to 
control either of them or Luke at the start of each 
level. Super Empire doesn’t give you this choice 
and the character used for each level is fixed. 

what’3 nev 

On top of that, there are several new aspects to 
Super Empire. To start with it has a password 
system, allowing you to continue the game from 
the last restart point you reached. While this 
necessarily means that the game is quicker to 



Han deals with a knee-high robot... 




“Ha! Foul Imperial 
AT-AT walker - you 
may be 50 foot tall, 
weigh several hundred 
tons and be armed to 
the teeth, but I have a 
light saber!” 
Short pause. 
“Okay, well I see 
your point, actually. 
I’ll just be running 
along, then.” 


finish, it adds to 
the enjoyment - no 
more plodding 
through the early levels again and again. The 
passwords are also specific to the difficulty level 
chosen (Easy, Brave or Jedi, as before), meaning 
that to reach the end on ‘Jedi’ is still a 
frighteningly hard prospect. 

The characters have new abilities as well. 

Luke can now block attacks with his Light Saber, 
deflecting them back at the attacker. Han can 
pick up grenades left behind by some baddies, 
which unlike the Thermal Detonators from Super 
Star Wars (still In Super Empire) don’t disappear 
after a few seconds and don’t destroy everything 
on screen, but do inflict a large amount of 
damage to whatever they hit. Chewbacca has a 
new ‘Spin’ move where he flails around, like a 
drunk in a park, causing huge amounts of 
damage to anything he touches. 

But most importantly of all Empire is the film, 
and thus the game, in which Luke Is trained by 
Yoda to be a Jedi. After the Dagoba levels of 
Super Empire Luke has access to eight ‘Force 
Powers’, varying from Mind Control (causing 
baddies to ignore you and run the other way) to 


Heal (a bit obvious what this one does, really). 
These powers use up your ‘Force Power’ bar by 
varying amounts, and the bar itself can be 
replenished with pick-ups left behind by some 
recently deceased baddies. 


what’s it lika 

It’s more than safe to say that at this stage 
Super Empire Strikes Back Is shaping up to 
be easily as smart as its excellent forerunner. 

The quality of the graphics and sound, the size 
of the game and the way it preserves the 
atmosphere of the films are all as good. If not 
better, than Super Star Wars and the new 
features all add to this. 

Of course. It’s all well and good saying ‘it’s 
a really good game and seems to be heading for 
a massive score’. But to find out If It really 
shapes up to its potential you’ll have to wait for 
the full Game Zone review in a couple of month’s 
time. But then you knew I was going to say that, 
didn’t you? ■ 



...A stupid gun that can’t point down... 



...Then realises that it was all a bit too easy. Oh well. 
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Coming soon, to a newsagent 
near you— GAME ZONE 14 - 
the december issue!!! 

marvel - at our exclusive in-depth depth 
examination of Nintendo! 

gasp - at our complete solutions to Zelda (Game 
Boy) and Jurassic Parks of all flavours 
swoon - at our scrummy reviews of the very latest 
Nintendo games including: CrashTest Dummies, 
Senisbie Soccer, WWF3, Space Ace, Clay Fighter, 
Daffy Duck, Sky Blazer, Cool Spot and more 
laugh - at our wonderfully witty and cutting prose 
giggle - when you realise we can’t spell prose 
scream - in anticipation when you see the 
stunning range of previews, showing you what’s 
going to be the mutt’s nutts in 1994 
Game Zone 14 hits the shelves 11th 
November - be there. 




Inspector Geezer 
I n vest igates 

The great British novel? Well sad 
detective story really, but that’s the one 
form of entertainment that the Cartridge 
Family enjoy even more Supermarket 
Sweep, so this month we’ve decided to 
pit our detective wits against yours. The 
prize is a year’s subscription, the 
challenge is to solve... 



the murder at lunging manor 

Inspector Geezer stepped from the police car and entered Lunging Manor. He was met at 
the door by Weal, the butler. “Show me the body,” snapped the Inspector. Weal led him 
into the library. Inspector Geezer noted that although the books lining the walls were 
priceless first editions, the carpet was threadbare and in need of repair. Weal pointed 
the Inspector towards a figure sprawled next to a plaster bust of Dostoyevsky. “Sir Guy 
left orders he wasn’t to be disturbed, as he was working on his biography of Kenneth 
Drab, the industrialist and kettle abuser. I discovered Sir Guy’s body when I was airing a 
souffl§.” Weal gestured to a collapsed pudding which appeared to corroborate his story. 

Inspector Geezer examined the body. “It seems to me that Sir Guy has been stabbed 
from behind with a paper-knife or possibly a spoon. This overcoat button next to the 
body shows the killer arrived unexpectedly and via the back of the house, otherwise you 
yourself would have taken his coat at the door. This means he must have arrived after 
the servants had gone to bed. Yet both the library door and the French windows were 
locked. The fire has died in the grate. Sir Guy is clutching half of a torn garage receipt, 
and there is a length of fishing-line caught on his waistcoat.” The Inspector stood up. 
“Tell everyone to gather in the drawing-room,” he said sharply. “It’s obvious that the 
murderer is still in the house.” 

the suspects assemble 

Inspector Geezer’s eye roved over the household. Apart from Weal, who stood to gam a 
hefty inheritance on Sir Guy’s death, there were three other people staying at the manor. 
Hilary Wibble, the victim’s niece and local blacksmith, had been promised use of the 
grounds and part of the lounge for her foundry. Desmond Lunging was on the verge of 
being cut out of the will altogether. And thanks to old William the mad vicar. Inspector 
Geezer had recently learnt that Mrs Vacuous the cook was in fact foreign master-spy 
Emily Tuba. All of them had motive and opportunity, but only one had actually done the 
deed. The quick-witted Inspector needed but a single answer to confirm his suspicions. 
“Miss Wibble, have you recently basted a kipper?” She nodded, surprised. “Exactly as I 
thought. I now believe the time has come to tell you all that Sir Guy didn’t die from his 
stab wound. A closer examination revealed he had actually been blasted in the chest 
with a shotgun.” 

At that moment, the door opened and Sir Guy’s son Vernon entered the room. He 
handed his sooty overcoat to Weal and put down his fishing rod, putting a spoon on the 
cabinet and shifting the weight of his shotgun to the other shoulder. “Sorry I’m late 
everyone, but I’ve just collected my car from the garage.” 

“You’re just in time, Mr Lunging,” said the Inspector. “For I now know who 
murdered Sir Guy.” 


can you outwit inspector geezer 

Well, did you find all the clues? Do you think you know who killed Sir Guy? If so, jot down 
the answer on a postcard (and don’t forget to note down your name and address) and 
send it in. You could win a prize of some description or even a subscription of some 
size. The address is: Inspector Geezer Investigates, Game Zone, 30 Monmouth Street, 
Bath BA1 2BW. 


Game Zone Glossary 

If you’re new to Game Zone you may find a few 
of the phrases odd. So, to help you we’ve 
compiled a list of words we commonly use, to 
help you get more out of the mag. 

Beat ’Em-Up - SFII clone. 

Ed - A note from the Editor contained in 
brackets to add either humour or an alternative 
view. Often over-used. (Surely Not Ed.). 
Exclusive - The magazine in question saw the 
game 4.63 pico-seconds before a rival 
publication. See also Exclusive, World. 
Exclusive, World - The magazine in question 
saw the game 4.64 pico-seconds before a rival 


publication. See also Exclusive. 

Fab - Old 60’s term for fab. 

Hangover -- The result of a Launch (qv). 
in-depth preview - More than one screen shot. 
Launch - A group of hacks get drunk at the 
expense of a Softie (qv). 

Mouse With Wings - A surreal concept 
suggested by Simon Kirrane, a multi-applicable 
phrase used for comic effect. 

Mutt’s Nutts - A reference to a canine’s 
naughty bits. For some reason this has become 
a complimentary term, as in “It’s the mutt’s...’’. 
Ning - To move with speed or rapidity. An 
onatampeic term emulating a doppler effect. 
Nintendo - A bunch of warm and wonderful 


human beings. The milk of human kindness (Can 
we have a copy of Mario All Stars please?). 

Ninty - Our familiar term for Nintendo. It’s a 
contraction y’see? 

Romp “ A childish way of describing an arcade 
or platform adventure. From the Latin ‘Rompus’. 
Shoot ’Em-Up - SF II clone with guns. 

Softie - A friendly little term for software 
publishers. It makes them sound more cuddly 
than the more mercenary ‘Publisher’. 

TBA - We couldn’t find the press release that 
told us the release date, price etc. 

Wicked - Old 80’s term for Wild. 

Wild - Old 90’s term for Wonderful 
Wonderful - Old 70’s term for Fab. 














SUPER NES DEALS 

SUPER NES WITH STARWING 

& ONE NINTENDO JOYPAD - GENUINE UK 
VERSION. SAVE £17 .112.99 

SUPER NES WITH MARIO ALL STARS 

& ONE NINTENDO JOYPAD - GENUINE UK 
VERSION. SAVE £17.112.99 

SUPER NES AS ABOVE WITH STARWING OR MARIO ALL 
STARS COMPLETE WITH SONY 14" FST KVM1400 COLOUR 

TV/MONITOR AND SCART LEAD, save £43 on rrp . 295.99 

SUPER NES WITH STREETFIGHTER TURBO 

& ONE NINTENDO JOYPAD - GENUINE UK VERSION. SAVE £17.122.99 

SUPER NES WITH STREETFIGHTER TURBO AS ABOVE 
COMPLETE WITH SONY 14" FST KVM1400 COLOUR 
TV/MONITOR AND SCART LEAD, save £43 on rrp. 305.99 




SONY KVM1400 
14” FST 
COLOUR 
TV/MONITOR 
WITH REMOTE 
CONTROL. 

60 CHANNEL TUNING, 
REAR SCART INPUT, 
HEADPHONE SOCKET, TWO POSITION TILT, 
BLACK TRINITRON SCREEN, LOOP AERIAL. 

FREE SCART LEAD 


(STATE AMIGA, ST, MEGADRIVE OR SNES). 


SONY TV (GREY) .194.99 

SONY TV (WHITE) .194.99 


SONY TV WITH FASTEXT 249.99 


SUPER NES GAMES 
= NEW GAME 


RRP OUR 
PRICE 

ADDAMS FAMILY .44.99 ...37.49 

ADDAMS FAMILY 2 - PUGSLEY’S 

SCAVENGER HUNT .44.99 ...34.99 

ADVENTURES OF DR. FRANKEN .44.99 ...39.99 

AGURI SUZUKI FI RACING.44.99 ...37.49 

ALIEN 3.49.99 ...43.99 

AMAZING TENNIS (DAVID CRANE) .44.99 ...39.99 

ASTERIX .44.99 ...39.99 

AXELAY .44.99 ...37.49 

B.O.B.44.99 ...39.99 

BATMAN RETURNS .49.99 ...40.49 

BATTLETOADS IN BATTLEMANIACS 39.99 ...34.49 

BUBSY BOBCAT .39.99 ...33.49 

CAL RIPKEN BASKETBALL .49.99 ...44.99 

CAPTAIN AMERICA .49.99 ...44.99 

CHAMPIONSHIP POOL .49.99 ...44.99 

CHUCK ROCK .49.99 ...39.99 

CLIFFHANGER .49.99 ...39.99 

CYBENATOR .49.99 ...40.49 

DESERT STRIKE .44.99 ...39.99 

DRACULA .49.99 ...39.99 

EQUINOX .49.99 ...39.99 

EXHAUST HEAT.44.99 ...36.99 

F-ZERO.39.99 ...32.99 

FIRST SAMURAI .49.99 ...43.99 

FLASHBACK .49.99 ...39.99 

FOOTBALL .49.99 ...39.99 

GOOF TROOP .49.99 ...41.99 

HOOK .49.99 ...39.99 

INCREDIBLE CRASH DUMMIES .49.99 ...43.99 

JIMMY CONNORS’PRO TENNIS TOUR 49.99 ...37.99 

JOHN MADDEN ‘93 .44.99 ...35.49 

JURASSIC PARK .54.99 ...44.99 

KEVIN KEEGAN PLAYER MANAGER 49.99 ...43.99 

KING ARTHUR’S WORLD .44.99 ...37.49 

KRUSTY’S FUN HOUSE .44.99 ...37.49 

LAGOON .59.99 ...51.99 

LAMBORGHINI .44.99 ...37.49 

LAST ACTION HERO .49.99 ...39.99 

LEMMINGS .49.99 ...41.49 

LOST VIKINGS .39.99 ...33.49 

MAJOR TITLE GOLF .44.99 ...39.99 

MARIO ALL STARS .49.99 ...41.49 

MARIO IS MISSING .... . 49.99 ...44.99 

MARIO PAINT WITH MOUSE .59.99 ...49.99 

MECHWARRIOR . 49.99 ...43.99 

MEGALOMANIA .49.99 ...43.99 

MICKEY’S MAGICAL QUEST .59.99 ...49.99 

MORTAL KOMBAT.59.99 ...49.99 

MYSTIC QUEST . .39.99 ...33.49 

NBA ALL STAR CHALLENGE .49.99 ...43.99 

NFL QUARTERBACK CLUB .59.99 ...51.99 

NHLPA ‘93 ICE HOCKEY .44.99 ...35.49 


NIGEL MANSELL’S 

WORLD CHAMPIONSHIP.39.99 ...33.49 

OUTLANDER .49.99 ...44.99 

PEBBLE BEACH GOLF.49.99 ...41.49 

PGA TOUR GOLF .44.99 ...39.99 

PIERRE LE CHEF .49.99 ...44.99 

PILOT WINGS .39.99 ...32.99 

PINK PANTHER .49.99 ...44.99 

PLOK .39.99 ...33.99 

POP N’ TWINBEE .49.99 ...40.49 

PRINCE OF PERSIA .49.99 ...41.49 

PUSHOVER.39.99 ...35.49 

RENANDSTIMPY .44.99 ...39.99 

ROAD RUNNER (LOONEY TUNES) .49.99 ...41.49 

SENSIBLE SOCCER .49.99 ...39.99 

SIM CITY .39.99 ...32.99 

SKYBLAZER .49.99 ...39.99 

STARWING .49.99 ...40.49 

STREETFIGHTER 2 .64.99 ...55.49 

STREETFIGHTER TURBO .59.99 ...49.99 

STRIKER .44.99 ...40.49 

SUNSET RIDERS .49.99 ...42.49 

SUPER ALESTE.44.99 ...37.49 

SUPER BOMBERMAN .49.99 ...39.99 

SUPER CASTLEVANIA 4 .44.99 ...37.49 

SUPER GHOULS AND GHOSTS.39.99 ...32.99 

SUPER GOAL.44.99 ...37.49 

SUPER KICK OFF .44.99 ...35.99 

SUPER MARIO KART .39.99 ...32.99 

SUPER MARIO WORLD .. 44.99 ...37.49 

SUPER PROBOTECTOR .. 44.99 ...37.49 

SUPER PUTTY . 44.99 ...40.99 

SUPER R-TYPE . 39.99 ...32.99 

SUPER SMASH TV. 44.99 ...37.49 

SUPER SOCCER . 39.99 ...32.99 

SUPER STAR WARS 49.99 ...41.49 

SUPER STRIKE EAGLE .. 49.99 ...42.49 

SUPER TENNIS . 39.99 ...32.99 

SUPER WWF WRESTLEMANIA.44.99 ...34.99 

TERMINATOR 2 - 

THE ARCADE GAME .49.99 ...43.99 

TINY TOON ADVENTURES - 

BUSTER BUSTS LOOSE .49.99 ...40.49 

ULTRAMAN.39.99 ...28.49 

VEGAS STAKES.39.99 ...33.49 

WARPSPEED .49.99 ...32.99 

WING COMMANDER 

SECRET MISSIONS .49.99 ...44.99 

WORLD LEAGUE BASKETBALL .39.99 ...32.99 

WWF ROYAL RUMBLE.59.99 ...53.99 

YOSHI’S SAFARI (SCOPE 6 GAME) ...39.99 ...34.49 

ZELDA 3 - LINK TO THE PAST .39.99 ...32.99 

ZOMBIES .49.99 .. .42.49 


FOR A FREE CATALOGUE 
PLEASE CALL 

0279 600204 


SUPER NES EXTRAS 


JOYPADS 

DRAGON SPEEDPAD (WITH AUTOFIRE).9.99 

FREEWHEEL STEERING WHEEL FOR SNES. 
PLUGS INTO JOYPAD PORT. SUITS MOST 

DRIVING GAMES.24.99 

LOGIC 3 LOGIPAD SN FOR SNES. 

THE WORLD’S FIRST FULLY MICROSWITCHED 

JOYPAD. WITH AUTO FIRE.13.99 

NINTENDO CONTROL PAD .15.99 

NINTENDO SCOPE 6 LIGHT GUN 
WITH SIX GAMES. GENUINE UK VERSION. ...39.99 
NINTENDO SCOREMASTER JOYSTIC WITH 
SLOW MOTION AND TWO SPEED AUTOFIRE 35.99 
PHASE 9 OBLITERATOR WITH AUTOFIRE 

(TWO SPEED) AND SLOW MOTION.13.99 

QS160 SUPERCON 2 JOYPAD 

(WITH SLOW MOTION AND AUTOFIRE).10.99 

QUICKJOY SN PROGRAM PAD 


PROGRAMMABLE JOYPAD CAN HOLD UP TO 
THREE PRESET MOVES IN MEMORY. IDEAL FOR 
GAMES WHERE SPECIAL MOVES USING MORE 


THAN ONE BUTTON ARE REQUIRED . 28.99 

QUICKJOY SN PROGRAMMABLE JOYSTICK 

WITH AUTOFIRE AND SLOW MOTION.35.99 

QUICKJOY SN PROPAD 
(WITH SLOW MOTION AND 

TWO SPEED AUTOFIRE) . 11.99 

SAITEK MEGAMASTER I JOYSTICK WITH 
AUTOFIRE AND SLOW MOTION 

(MICROSWITCHED).18.99 

SAITEK MEGAPAD II WITH AUTOFIRE 

AND SLOW MOTION.11.99 

TURBO TOUCH 360 (TOUCH 

SENSITIVE JOYPAD WITH AUTOFIRE) .18.99 

LEADS 

SCART LEAD - SUPER NES TO 

TELEVISION WITH SCART INPUT .9.99 

MONITOR LEAD - SUPER NES TO 
PHILIPS CM8833 MK2 OR 

CBM 1084S MONITOR.12.99 

NINTENDO STEREO AUDIOA^ISUAL LEAD 
FOR SUPER NES (INCLUDES SCART/EURO 
CONNECTOR AND RED/YELLOW/WHITE PHONO 
STEREO & VIDEO LEAD).15.99 

STORAGE 

PROTECTOR CASES FOR CARTS (PACK OF 3). 
PROTECTS CARTRIDGES FROM MOISTURE AND 

DUST (COLOURS MAY VARY) . 6.99 

LOGIC 3 MULTI CASE CARRY BAG (EXTRA 
COMPARTMENTS FOR LEADS, JOYPADS AND 
GAMES) . 12.99 

GAME GENIE (GAMES ENHANCER, ALLOWS 
CHEAT CODES TO BE ENTERED FOR INFINITE 
LIVES, CREDITS ETC. BOOK OF CODES 
INCLUDED) . 37.99 



GAMEBOY DEALS 

GAMEBOY WITH NO EXTRAS. 
GENUINE UK VERSION. 

FREE KONIX GB HOLSTER. 
.39.99 


MANGA VIDEOS 

PLEASE NOTE THAT DUE TO THE NATURE 
OF SOME OF THE VIDEOS WE ONLY 
ACCEPTED POSTED/FAXED ORDERS FOR 
VIDEOS WITH AN 18 CERTIFICATE. PLEASE 
STATE '1 AM OVER 18' ON YOUR ORDER. 

= NEW VIDEO 


GAMEBOY WITH STEREO HEADPHONES, 
BATTERIES, TWO PLAYER LEAD AND TETRIS. 
GENUINE UK VERSION. 

FREE KONIX GB HOLSTER .49.99 


GAMEBOY GAMES 

= NEW GAME 

ADDAMS FAMILY 2 - PUGSLEY’S 


SCAVENGER HUNT .23.49 

ALFRED CHICKEN . 23.99 

ALLEYWAY . 13.49 

ASTERIX . 23.99 

ASTEROIDS . 12.99 

BALLOON KID .20.49 

BART VS JUGGERNAUTS . 14.99 

BATMAN - 

THE ANIMATED SERIES .21.99 

BATTLE OF OLYMPUS . 23.49 

BATTLESHIP . 23.99 

BATTLETOADS . 21.49 

BATTLETOADS IN 

RAGNAROK S WORLD . 21.99 

BILL AND TED'S 

EXCELLENT ADVENTURE . 17.49 

BOULDER DASH . 21.99 

BURAI FIGHTER DELUXE . 13.49 

CASTLEVANIA . 14.49 

CASTLEVANIA 2 . 14.99 

CHESSMASTER . 20.49 

CHUCK ROCK . 20.99 

DARKWING DUCK . 21.99 

DR. FRANKEN 2.23.99 

DR. MARIO . 20.49 

DRACULA . 20.99 

DROPZONE . 23.99 

DUCK TALES . 21.49 

EMPIRE STRIKES BACK.21.49 

FI 5 STRIKE EAGLE . 23.49 

FIDGETTS . 23.49 

FIRE FIGHTER .23.99 


FLINTSTONES . 

FORMULA 1 RACE (WITH FOUR 

PLAYER ADAPTOR) . 

GARFIELD . 

GARGOYLES QUEST . 

GEAR WORKS . 

GOLF . 

JACK NICKLAUS GOLF . 

JURASSIC PARK . 

KID DRACULA . 

KID ICARUS . 

KIRBY’S DREAM LAND . 

KRUSTYS FUN HOUSE . 

LAST ACTION HERO . 

LAWNMOWER MAN . 

LEMMINGS . 

LETHAL WEAPON . 

LOONEY TUNES . 

MARBLE MADNESS . 

MARIO AND YOSHI . 

MEGA MAN 2 . 

MERCENARY FORCE . 

METROID 2 . 

MICKEY’S PUZZLE . 

MORTAL KOMBAT . 

MOTOR CROSS MANIACS . 

MYSTIC QUEST . 

NIGEL MANSELL'S WORLD 

CHAMPIONSHIP . 

NINTENDO WORLD CUP . 

OTHELLO . 

PINBALL DREAMS . 

POPULOUS . 

PRINCESS BLOBETTE . 

R-TYPE . 

RADAR MISSION . 

RAGING FIGHTER . 


..21.49 

.25.49 
.24.99 
.13.49 
.20.99 
..18.49 
.21.49 
.24.49 
.22.49 
.20.49 
.20.49 
,.19.49 
.20.99 
,.23.49 
.22.49 
.23.99 
.25.49 
.20.49 
.20.49 
.20.49 
.21.99 
.13.49 
.23.99 
.26.99 
.14.49 
.25.49 

.22.49 

.20.49 

.13.49 

.23.49 

.23.49 

.13.49 

.22.49 

.20.49 

.22.49 


REN AND STIMPY . 22.99 

ROAD RASH . 23.49 

SIDE POCKET .20.49 

SOLAR STRIKER . 13.49 

SPEEDY GONZALES . 24.99 

STAR TREK . 25.49 

STAR WARS . 22.49 

SUPER JAMES POND . 23.49 

SUPER MARIO LAND . 20.49 

SUPER MARIO LAND 2 . 25.49 

SUPER RC PRO-AM . 21.99 

TEENAGE MUTANT HERO TURTLES - 

RADICAL RESCUE .21.99 

TENNIS . 19.49 

TERMINATOR 2 . 14.99 

TERMINATOR 2 - 

THE ARCADE GAME .23.49 

THE SIMPSONS - 

ITCHY AND SCRATCHY . 23.99 

TINY TOON ADVENTURES . 21.49 

TINY TOON ADVENTURES - 
MONTANA’S 

MOVIE MADNESS . 21.99 

TIP OFF (BASKETBALL) . 23.49 

TOM AND JERRY 2 23.99 

TOP RANKING TENNIS . 20.49 

TRACK AND FIELD .24.49 

TURRICAN . 14.49 

TURTLES 2 . 25.49 

UNIVERSAL SOLDIER . 12.99 

WIZARDS AND WARRIORS . 20.49 

WWF SUPERSTARS.21.49 

WWF SUPERSTARS 2 . 24.49 

WWF WRESTLING 3 23.99 

YOSHI’S COOKIE . 18.49 


ZELDA - LINK’S AWAKENING 22.49 
ZEN - INTERGALACTIC NINJA ...22.49 


3X3 EYES (RATED 18) .10.99 

3X3 EYES PART 2 (RATED 15) .9.99 

AKIRA (RATED 15) .12.99 

AKIRA DOUBLE PACK (RATED 15) .17.99 

CRYING FREEMAN PART 1 (RATED 18) .10.99 

CRYING FREEMAN PART 2 (RATED 18) .9.99 

DOMINION TANK POLICE 1 AND 2 (RATED 15) ...12.99 
DOMINION TANK POLICE 3 AND 4 (RATED 15) ...12.99 

DOOMED MEGALOPOLIS (RATED 15).9.99 

DOOMED MEGALOPOLIS 2 (RATED 18) 9.99 

FIST OF THE NORTH STAR (RATED 18) .12.99 

HEROIC LEGEND OF ARISLAN 1 (RATED PG) ...10.99 
HEROIC LEGEND OF ARISLAN 2 (RATED PG) 10.99 

JUDGE (RATED 15) 9.99 

LENSMAN (RATED PG) .12.99 

ODIN (RATED PG) .12.99 

PROJECT A-KO (RATED 15).12.99 

R.G. VEDA (RATED PG).12.99 

TETSUO - THE IRON MAN 

(LIVE ACTION - RATED 18) 12.99 

TETSUO 2 - BODY HAMMER 

(LIVE ACTION - RATED 18) .12.99 

TETSUO DOUBLE PACK 

(LIVE ACTION-RATED 18) 17.99 

THE ULTIMATE TEACHER (RATED 15) 9.99 

UROTSUKIDOJI - LEGEND OF THE OVERFIEND 

(RATED 18) .12.99 

UROTSUKIDOJI 2 - LEGEND OF THE DEMON WOMB 

(RATED 18) .12.99 

VAMPIRE HUNTER D (RATED 15) .12.99 

VENUS WARS (RATED PG) .12.99 

WICKED CITY (RATED 18) .12.99 


We only supply official UK products. Official suppliers of all 
leading brands. We sell games and peripherals all at 
amazing prices for Megadrive, Master System, Game Gear, 
Super NES, Gameboy, NES, Lynx, Amiga, Atari ST, PC, CD 
ROM and Apple Mac. And we sell T-shirts and cuddly toys! 
Special Reserve Club Shop at The Mailings, 
Sawbridgeworth, Herts. 

Open from lOamto 8pm 7 days a week. 
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SpeoUU HeieMie memLeM> can luwe ailUUi.. can, yO'lf': 

Cxi READ "NRG" Regular Club Magazine 
Bj choose from our Huge Selection 
^ BUY at Best Possible Prices 
^ SAVE with our Special Deals 
^ SAVE more with our XS Coupons 
^ WiN £60,000 worth of prizes FREE 
JOIN now from just £4.00 

We only supply members but you can order as you join 

There's no obligation to buy and you can be any age. 
Just send in the form below or phone Sales on 0279 600204. 

As a member of Special Reserve you'll receive regular issues of 
NRG magazine. NRG is our 48 page colour club magazine sent bi¬ 
monthly only to Special Reserve members. NRG contains: 

1. The best selection of games, peripherals and hardware for all 
popular formats. We are official Sega, Nintendo and Sony stockists. 
Reviews in colour and latest information on new products 
Charts and Release Schedule, to help you choose and plan 
The best prices. Just one purchase will save you your joining fee 
Hundreds of Special Offers. Top games at prices you won't believe 
XS Super Savers. Money-off coupons worth over £180 a year 
FREE-to-enter BIG TARGET COMPETITIONS. With currently 
£10,000 worth of prizes to be won in every issue of NRG, exclusive 
to members. That's up to £60,000 a year! 

That's why over 170,000 people have joined Special 
Reserve, the biggest games club In the World! 

0279 600204 

10am til 8pm 7 days a week. 

10am to 5pm Bank Holidays. Order/Confirmation/Receipt sent for every order, 
THERE ARE NO SURCHARGES ON UK TELEPHONED ORDERS 

You can also Fax your order to us on: 0279 726842 

We pride ourselves on our after-sales service. (18 customer service lines) 
Inevitably some games listed may not yet be available. Please phone sales on 
0279 600204 to check availability before ordering. In the event of delay we issue 
refunds on request at any time prior to despatch. We reserve the right to change 
prices without prior notification. E.&O.E. 

Registered Office & Club Shop: Inter-Mediates Ltd. 2 South Block, The Makings, 
Sawbridgeworth, Herts. CM21 9PG. 

All prices include VAT and carriage to UK mainland. See base of order form for 
overseas surcharges. We supply hardware only to UK mainland addresses. 

MEMBERSHIP FEES 6 MONTHS ONE YEAR TWO YEARS 
TRIAL ANNUAL WITH FREE 

MEMBERSHIP MEMBERSHIP HARD BINDER 

UK MEMBERS 4.00 7.00 14.00 

OVERSEAS EC MEMBERS 6.00 9.00 18.00 

OVERSEAS WORLD MEMBERS 7.00 11.00 22.00 


WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN. ^ 
THERE ARE NO SURCHARGES ON UK TELEPHONED ORDERS. 

(PLEASE PRINT IN BLOCK CAPITALS) 


MOLE 


Address_ 


Postcode 


Phone _ 


Machine 


1 Enter membership number (if applicable) or 

1 NEW MEMBERSHIP FEE (ANNUAL UK 7.001 

1 

[item 


litem 


1 

• item 


1 

item 



ALL PRICES INCLUDE UK POSTAGE & VAT 


Cheque/P.O./Access/Mastercard/SwitchA/isa (Switch Issue No_ 


Card 

expiry date_ 


Signature 


Cheques payable to: SPECIAL RESERVE 
P.O. BOX 847, HARLOW, CM21 9PH 

Overseas Orders Surcharge (EC or World): Software orders 
please add £2.00 per item. Non-software items please add 
25%. Hardware items supplied to UK mainland only. 
Overseas orders must be paid by credit card. 
























































































































































































































































































































DVJODUaB^ 


cojsjaiors^ 


Choose your tyres to suit 
the conditions. Try out 
Spinner high-performance 
Redials, or state-of-the-art 
slicks for high speed wet 
track handling. 




1 or 2 player simultaneous 
racinq as you cruise In the 


racing as you ^ruise In the 
sunshin6 at 200 MPH 
through cities of Spain or 
Egypt - 2 of the 16 
countrleCyoitcan race In, 
with 64 tracks in total to 
choose from. 




MEMCO 


SNOW 


Beat the weather - tracks 
in Scandinavia and 
Canada may give you 
blizzard hassles. Or even 
worse, you may be 
expected to compete in a 
night-time challenge. 
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THE ^ 

WORLD'S 1 
RACE GAME. 

1 OR 2 PLAYER 
RACING! 


Get the edge with 
customised parts for any 
weather condition. Fit-out 
at the body shop with 
incredible engine, 
^transmission, nitro system J 
and armor upgr^tes. ^ 


PAL VERSION 


FOG 


smu HMNOO. 


AVAILABLE 

FOR 

CHRISTMAS 


TOP GEAR 2 IS THE NEW 
SUPER-ACCELERATED-^0 1 
WORLD LEADER IN RACE 
GAMES - JAMMED WITH 
TWICE THE PROGRAMMli^G 
HORSEPOWER OF THE 
ORIGINAL TOP GEAR. 


©1993 ilemco. Developed bp Hemco under license from Gremlin © 1992. 
linlendo®, Super Ninlendo Enferlainmeni Siislem™, The Dinlendo Product Seals and other marhs desionated as'^w" are trademariis of 
Nintendo. Distributed bi| Horuheni DK PLC, 12D tioorgate, London EC2I1GSS Tel: 071 826 881G. 





























